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EDITORIAL 


Praise Pelor! 

D&D Can improve Your Wisdom 

by Christopher Perkins 


As you know, I run a DOtD campaign every Wednesday n^ght 

Pierce Watters, our circulation director, plays a more-devout- 
than-wEsc cleric of Pelor named Chuko,. and he shared a won¬ 
derful anecdote with me the other day-one that made me say. 
"Heavens, dial sounds like an editorial!" 

During one session several months pgo, Chuko and his stal¬ 
wart companions stormed the royal palace in Retheq. hoping 
to rid the city of tvisti fbs, a pofymorphed gelugon dev il who 
was conspiring io usurp power. The palace had been magically 
encased in co-foot-thick ace, but the heroes called upon their 
beholder ally Dhd-Dargyn ("Mr, D M to his friends) to use its 
disintegrate ray to “burrow" a passage through the icy barrier. 
After slaying legions of charmed guards and vile half-fiends, 

the heroes stormed into the heart of the palace and faced their 
nemesis, only to have him slip from their grasp. 

Denied the head of Evisrifoo, Chuko called upon the power 
of Pelor lo destroy rhe devil's ice cauldron-the source of the 
palace's glacial shoalh. As the cauldron fuelled beneath Pelor s 
divine light, tremors rocked the palace as the Ice cracked and 
split. Fearmg the building's imminent collapse, the heroes fled. 
Outside, they soon found themselves caught in a downpour of 
fractured, 30 -foot-long ice shards that had broken away from 
the palace walls. Wicked DM that I am, I had each of the flee 
ing heroes make a Reflex saving throw. All of them succeeded 

save one. pause Petor! Chuko rolled a 1. 

Lumbering behind the others in his heavy suit of armor, 
the cleric managed to escape the trembling palace only to find 


himself about to be crushed to death by a carthedrai-sized shard 
of ice. 

Fortunately for Pierce, another player leapt to Chukot res¬ 
cue. Shawn Blakeney’s character-a half-drow rogue named 
Lilli li-sacrificed a Hero Point {see my edilorial in Issue #75) 
to shove Chuko out of ihe way in the nick of time. The cleric 
was alive to count his hissings, after all The palace, tftotEgh 
shaken, weathered the thunderous cascade just fine. 

All of this relates to the spring quake we experienced here 
in western Washington State, which measured a [ostiing 6,8 on 
the Richter Scale. One of the things you’re not supposed to do 
during an earthquake if you're indoors is run outside, because 
There’s a pretty good chance you’ll get docked by falling debris 

as you vacate the premises. Its generally safer to hide under 
some heavy furniture or stand in a doorframe and wait for the 
shaking to stop. 

When The quake struck, in March, many people bolted from 
iheii tubes and headed for ihe exit. Pierce, on Ihe oilier hand, 
leapt Into the nearest doorframe and waited. He had recalled 
Chijko's harrowing experience and how the cleric was nearly 

crushed to pious pulp while fleeing the royaf palace. 

Pierce told me afterward that he had learned Chuk-o's lesson 
well. D&tD taught him how to survive earthquakes. So now I'm 
curious-what has the game taught you ? 
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Teff us whar you think of t 

Letters. Dungeon Magazine, 

WA §805 5 or send an 


issue’s adventures. Write to: 

Lind Avenue S. W... Renton 
to dungeons wizards.com. 


fLEAt'EIL, JJITEftnUPlEP 

Mr, Thoma 55 oni h 

Firstly, welcome on board, I took for¬ 
ward to herating and applauding your 
work in issues to come. 

Second, I [usi completed a long two 

weeks of standing; et my mailbox and 
pouting because my first subscriber 
issue of Dungev try was noi inside. Today, 
my long wait was reward &d. OF course, I 
tore into it immediately, reading nearly 
every page starting with my favorite 
section: "Letters/' was interrupted 
somewhere in the middle by my younger 
sister, I had nor laken oul the included 
CD and passed it Immediately to her to 
investigate while I read, I'm glad she 
interrupred; I loved The CU, I he “How to 
Create a Monster'" 1 article wiil be very 
helpful to my younger brother, who is 
running a world of his own creation and 
lias bad trouble designing balanced mon¬ 
sters. I've only been playing DFjtD for a 
few years, and I have only been a DM 
For this last year. To look at a copy of 
Dungeon fi, be :t digital or otherwise, 
was just inspiring, I am now happily 
drowning in art. To all those people who 
Think you need more Text and less an: 
You are just larking some basic appreci¬ 
ation of true culture. Personally, I think 
DUNGEON could use more art, but that is 

neither here nor there. 

finally, I am a huge fan of the drew 
and have never been able to run a suc¬ 
cessful low-levfil campaign involving 
them. 'The Raiders of Galath's Roost” 
(Issue VSj) looks to- be my answer, I am 
currently planning a soda-pnd-pi^ia 
campaign weekend (because my current 
group is still wandering in the “Dungeon 
of the Fire Opal” from Issue #84). 

P.3. Keep up the great work. No mar- 

tar how busy or time constrained the job 


might feel, your comm itment to Dungeon's 
quality will always be appreciaied, espe¬ 
cially by The Garni family. 

Taylor Gontz 
Harrisburg, PA 

Thanks, Tayhr. I hope l can five up to the 
high expectations everyone has for 
Dungeon, fm 3 big fan of using Illustra¬ 
tions to enhance; outstanding adventures, 
and this issue follows that trend. We've 
got 3 variety of styles and pole ties For 
you art buffs, plus some fantastic takes 
or) some classic scenes and monsters. 

TIARA Of JOT {& MUtfl 

I just received issue fSy, and I have to 
say that! almost wept. I now understand 
and truly appreciate how much work 

you and all the others put into Dungeon. 

The entire Issue Is spectacular, and ! 
am prrmd m he a small part of it I also 
want to express my appreciation for bob 
Klasnich's work. The illustrations (for tny 
adventure, 'Tic Cradle of Madness”) are 
Fantastic and I was blown away by the 
view of 1 he ruined keep. The attention to 
detail was perFen .. ifs almnar as if he 
read my mind. 

1 can't thank you enough for being so 

helpful during the creation and revision 
process. My first stab at profession si 
writing has been a pleasure. Thanks lu 
you and everyone Involved. 

Weepipg on my keyboard, 

Rob Lee 
Greenbrier, TN 

Stop, Rob. You're making us blush, 
Resides, with ail these compliments to 
our artists, they 're heads wilt swell and 
rhey'it start demanding to be let out of 
their cells more often , 
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LETTERS 


MORE DANG fOR TOUR BUCK 

! have been devouring Issue #87 for the 
pas! Two days. Wow! The ad verdures in 
#87 are even berrar than the adven¬ 
tures in Issue £86 by the “big names. 1 ' 
,L Tbe Cradle of Madness" is absolutely 
the best 3rd Edition adventure I have 
seen yet, and I have read all the adven- 
lures Wizards of lhe Coast has published 
for The new edition of DOfD thus far. 
Kudos to Mr. I ee. I really got a sense of 

total Insanity from reading the adven¬ 
ture, end Dvmson was not afraid to 
print the blood rtnd guts that accompany 
such madness. The. toiiurc chamber was 
chilling to say rhe least. I am not a fan of 
FoheiOtiem Realms at all, bur Mr. 
Williams's adventure "The Raiders of 
Galath’s Roost" is incredibly well done. I 
can almost fed the grit that he and the 
other designers have infused into the 
new FoRtjtfrTEN Realms setting. All I have 
to say about that Is it's about time. 


ing the mag for the better! 

I have only scratched the surface of 
“Glacier Season,' 1 and I have nor yeT read 
“Valley of the Snails, 1 ' but I expect they 
will live up in the qualify of the cither two 

adventures in Issue #87. One final “wow' 1 
is that Issue #87 is 144 p^ges long. At that 
price for quantity, DunCson is the best 
value in the gaming industry, bar none. I 
paid about £3.00 with rsny subscription 
for Issue #87. Att 144 pages, rhar’s abouT 
2 cents per ppge. I pay $10.00 for 32- 
page stand-alone adventures, I hat's 32 
cents per page for a stand-alone adven¬ 
ture, which means I spend 18 times more 
for stand-alone adventures. How do you 
do It? How do you provide [such) quality 
for a lower price? 

tven in all its near perfection, how¬ 
ever, I managed to find a ’'problem 1 ' in 
Issue £87, which actually seems to be 

little more rhan a mathematical error. I 
was reading I he statistics for the ice 
golem on page 104. and ] found These 
puzzling sentences in the magic immu¬ 
nity feature: "A cold effect Cures 1 point 
of damage for each 3 points of damage 
it would otherwise deal. For example, a 
d a triaged ice golem hi r by a cone of cold 


dealing 30 points of damage would heal 

3 hit points. 1 ' Wouldn't an ice golem hit 
wilh a ^u-puirii cone of cold heal iu hit 
points? Is The example incorrect, or Is rhe 
error In rhe sentence immediately pre¬ 
ceding the example? I don't know, maybe 
I am reading something incorrectly. 

Eric Evans 
5 r, Plymouth, NH 
erlcevansg377 ® earthl lnk.net 

Dob! Math is hard, there's a reason us 
editors is working with words Instead of 
with thorn numbers. Good catch, Eric. 
The example was flawed, but the actual 
description of the ability is still correct 
(a cold effect does cure t point of dam¬ 
age for each 3 points of damage dealt). 

Were actually quite proud of our 
value per page, and more gamers are 
starting to recognize that. Keep spread¬ 
ing the word about us! 


MAJ1A fROM THE GODS 

I'm writing to you to let you know that 
after buying my first copy of your mag¬ 
azine, I enjoyed it enough to put In a sub¬ 
scription for three years.! am a DM who 
started playing DfrfD bank in 1979 when 

I was only 9 years old, but I stopped 
playing around 1991 when the real world, 
caught up to me (aSopg with burnout 
from being the DM for almost all of my 
playing rime). When Baldurs Gale 2: 
Shadows of Amt] came our (added to the 
announcement of Neverwmter hitghts 
included with the game}, my interest was 
piqued enough that I went out end 
bought the new edition of the Player’s 
I iandbook and Dungeon Master's Guide 
and was won over instantly. The new 
rules make rhe DfirD game more enjoy¬ 
able and accessible, as the rules are sim¬ 
plified, streamlined, and flexible enough 

to allow for greater creativity among 

players and DMa. 

I managed io find a new game group 
consisting of 3 adufr women, 1 teenage 
girl, and 2 other guys. Most of my new 
group were unfamiliar with the U&tD 
game in general, and they have enjoyed 
the new edition quite 3 bit. The only 
problem that I have experienced is the 


lack of time available as a working per¬ 
son and a homeowner to prepare 
adventures for the parly. The availably 
of your magazine Is mana from the gods 
for me Fven if I can’t use most of the 
material, i can still use the ideas pre¬ 
sented os a timesaver. Kudos to you all 
for providing this service! 

As a sid£ note, your ''Oooops Tile" 
entry for Issue *56 was in error, since 
the initial AC of aft is correct. You forgot 

to add in the base AC of 1 □ that everyone 
starts with. So, 10 (base) - S (size) + 26 
(natural) docs indeed equal s8. I have no 
defense for the ducks though. 

George Stewart 
via email 

Sigh We're big dorks. Math is hard. 
Yadda, yadda, yadda. See my comments 
above. Blah, bbh t blah. 

Seriously, George, thanks for catch¬ 
ing the mistake we made in “correcting" 
our text. Must ... use ... calcs da tor. 

ft© ERRORS in OUR WAT© 

I thought I'd drop a line to- share some 
thoughla and opinions.- 
• First, coqgraTS to Chris Thomassori 
for getting suckered . . I mean, coerced 
into being the new editor. With as many 
great minds as seem to be wandering the 
halls of Wizards of the Coast these days, 
how can you go wrong? Just remember: 
As an editor, sleep Is optional. 

.Second, I just wanted to say rhai I 

love The mag; keep up she good work. In 
general, that kind of comment is usually 
Followed by some criticism: u Kccp up the 
good work; oh, by the way, I can't 
believe you've been running adventures 
wlTh elves lately! What’s up wiih thaT? I 
hare those pointy-eared hobgoblins . . H 
or the like. 3 his is not the case with me. 
I love the mag; keep up the good work. 
In fact, I hadn’t read Dungeon regularly 
for a iooong whi!e il think I subscribed in 
rhe Issue £12-18 range) but decided to 
subscribe for three years based on the 
strength of one issue (#84, for those of 
you playing the home game; gotta love 

them drow). Clearly 1 like where the 

magazine is, and I trust where the maga¬ 
zine is going. If y'all ur e ever- in Tallahas¬ 
see, you’ve got a beverage of your choice 
and a hide-a-bed to crash on. 

third, to throw my hat into the solo 
adventure debate, I love (good) sob 
adventures. They were my primary 
means of aolually experiencing (A}D&lD 
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I love the new section heading font. 
You guys seem to be constantly tweak¬ 
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for many years (I lovingly wrote a col¬ 
umn about Fighting Fantasy books sev¬ 
eral monihij ago). With ihe new edition 
of DOrD. solo adventures r.an possibly 
serve as a great way to play something 
off-beat, different, and/or clever: L 'You 
are Klatvos, □ dwarven paladin recently 
turned into a vampire. You awaken in a 
cavern that seems suspiciously like the 
inside of a sea creature's belly...“ On the 
other hand, a little gnus a long way; one a 

year for every six issues, should you all 
do something odd like go monthly) would 
serve mo fine, personally. 

fourth, I loved the inclusion of Issue 

#i on the latest CD-ROM. and I would 
gladly support any such further efforts. 
You are taking pre-orders now For the 
Complete Dungeon Magazine CD-ROM 
archives, right? 

Welt, that should do it for me. Thanks 
again for making such a fun mag. I've 
said il before, and I'll say It again: In my 
mind, it's never been such a wonderful 
and exciting time to be a gamer. Keep on 
keeping on as one of the reasons why. 

Steven Marsh 

Ed itor of Pyramid Magazine 

Thanks for The kind words, Steven. ids 
always nice to hear praise, especially 


when it comes from other magazine 
folks in the industry. 

HtH-UVIl LURE 

Wow 11 was totally blown away by “Glacier 
Season” (Issue #87). It was awesome. I 
was rendered breathless by the exhila¬ 
rating build-up From Taigiel's unquench¬ 
able thirst for vengeance through the 
treacherous frn?en plain.'; nf the tundra 

that led ultimately to one of the most 
perilous, heart-wrenching battles I have 
ever fought. Encore! Encore! Truly it will 
be b tale to tell for quite some time. With 
that I salute and congratulate you. 

1 also wan red to ask you guys and gats 
a couple of questions: 

Being a new subscriber to DUNGEON 
Magazine^ I svant to know where I could 
buy more recent back issues that I have 
missed, such as issues #84-66. 

Second, could you could print at least 
two high-level adventures in each issue? 

I mostly see 3 lot of low-level adventures 
in your magazine, and believe me, just 
like the little guys, we too like to brave 

the dangers and thrills of the unknown In 
search of fame and furl uric, whelher il 
be in The lair of an infamous eider wyrm 
or faring the mighty magic of an ingen¬ 


iously twisted sorcerer. No matter what, 

after all is said and done, it is the stuff 
ilial so many of us have come lu love 
and crave. So how about it? 

Jimmy Garner 
Huntsville, TX 

We sell recent tack issues in the Wizards 
of the Coast online store; see our web¬ 
site (www.wtzards.com) For details, 
i would tike tn see more high-level 

adventures, especially above 15th level 
Hoar that, writers? 

M MEMC. 

First, I warn to say Thar Dungeon rocks. 
Whenever we get to actually play the 
game (which is a rare occasion), I have 
almost no trouble pulling an adventure 
out of my sleeves that works for my 
players, although Dungeon l ias switched 
ro 3rd edition and we still play ADOtD. 
The adventures themselves have just 
been getting better, that said, bow do 
you submit a “Map of Mystery''? 1 don't 
hove the jrd-Edition gome yet, but I'd 

like to submit maps. Thanks a loll 

Joe Cai others 
Big Bear, CA 

continued on page no 
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By Paul Leach 

A new life awaits you at the end of the Chernak River, 
provided you can survive its many perils, A D&tD 
adventure for 4fh-levd characters* 

tit A&1 

Ey Jaimes Jacobs 

The heads have starred rolling, and time Is running out. A 
DDtD adventure for tath-level characters. 

WMBt. BE® 

By J onathan Tviieet 

Love is in the air! Come to think of it, death is in the air, 
too. A D£ttF) adventure for 4th-level characters. 

tmm Arrp ha 

By David ?frw. 

It’s a dishonorable job, but someone has to do it, A D&tD 
Oriental adventure for rst-level characters. 

AftP MORE! 
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THE DOOR FROM EVERYWHERE 


The Door From Everywhere 

Some Portals Are Better left Unopened! 

by Roger E. Moore 

artwork tiy William O’Cannw * cartography by Christopher West 


“The Door from Everywhere" Is a DDrD Forgoiien Realms adventure for four 6th- 
Icvci player characters (PCs). At hast one arcane speiicaster is required The usual 
mix of classes, races, and abilities is otherwise preferred,' bur with a strong emphasis 
on combat ability, physical or magical, for every individual. The adventure might turn 
into a wide-ranging free-for-all at some point, and each character risks being 
separated From the others and attacked by multiple opponents in unfamiliar territory. 

This adventure takes info account the events in the Forgotten Realms ad ve/Death of 
the Dragon and the DDtD game product Into the Dragon's Lair, which takes place 
shortly after the end of the novel The action requires that the PCs (who are assumed 
to have gained some renown in the kingdom of Cormyr} be in the capital, Suzaif, 
about Midsummer of f ?/2 tin. The PCs might be present for any reason bur 

should be easily seen in public, so one or more of the PCs can be identified on sight , 
The action in this adventure is nor scripted, but the DM should account for the 
passing of time as usual After the PCs have been gone for one month, 

a new parry of adventurers will be sent on the same mission. 


| Magic items Monsters f Non-Player Characters tNPCs) Objects %' Settlements -g Traps 


ApvfcFifim Itaasrounp 

By mid-1372 d.r, h the bartered kingdom of Cormyr is coming to 

grips with its condition after the brief but nearly ruinous 
Dragon's War, The first half of ihis year brought an uprising 
by several families of traitorous nobles, the ravages of a great 
dragon and its allied monsters, a chaotic invasion of goblins 
and ores, the loss of' one major city and grave damage to 
another, and the loss of the realm’s most powerful and expe¬ 
rienced leaders. The crown's hold on Cormyr 7 s northern and 
northeastern frontier is uncertain at best, I lunger and disease 
ace everywhere. Refugees are returning home across The 
realm, bur the whole social Fabric is disrupted. Food is costly, 

and money is scarce. In a kingdom that has known relative 

security for ages, fear and confusion now fill the populace. 

By Midsummer, with ihe worst turmoil ended, the Steel 
Regent Alusair struggles to maintain civil order across her 
lands, Tilverton is now a dark, shadow-filled waste called the 
Black Crater, but soldiers are building an outpost near it to 
hold the land for the crown, The trade routes once going 
through I ilverton have been reopened, but at seme distance 
from the crater. The city of Arabel, retaken in ruins from the 
ores, ia being rebuilt. Ores, goblins-, and bandits in the north 
and cast are being fought and chased out. Still, the Purple 
Dragons, CotTnyris greai army, suffered grave losses in the 
fighting and are barely able to patrol the heart of the kingdom, 


much less the outer regions where numerous nonhumans 
prowl. Sembia ts making unsubde overtures to take land and 

influence away from the realm. Many noble farcifies hoard 
I heir resources and even I heir collect sd litres from I he crown, 
strengthening their own lands and guards in The evem of fur- 
Ther disaster. Some nobles might yet pull their lands from the 
kingdom and declare themselves independent of the monar¬ 
chy, though the consequences for them would be dark indeed. 

On the good side, Alusair can draw from rhe crown’s secret 
store of gems to make up for fosl \ ax revenue and 1 r ade iitcome. 
Bridges, castles, and towns can be repaired. Army payrolls can 

he met. Roads can he cleared. So many gems nmsi be sold, how¬ 
ever, that the prices of gems across faerOn will be depressed 
unless she seeks distant markets for their disposal, 

Alusair must take every measure to reinforce Cormyr's 
authority over the lands it retains, and strong-arm rebellious 
nobles ink) obeying her will (or at least doing no further harm 
jo the realm,). She mu si learn The cause of The disaster in 
TElverfon and. if possible, prevent it from happening again 
Arabei must be brought to full strength, all bandits and nonhu- 
msn invaders destroyed, and the northern trade routes kept 
secure and open. Lands from which commoner were driven 
must be resettled and farmed. Perhaps Sembla can be bribed 
id keep its hands off The eastern lands-, and sea trade can be 
subsidized and expanded. Perhaps magic can boost rrnp 
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SCALING THE &DVMTURE 

lh<:n ad vc mure h intended ro Me ii:iu uu unjoin*; foitfiCiriLN 
Hum r-n campaign wiih Cormyr in ihi- IlmeHghi. 1 her adventure 
can lii: tiTtnsFtsrrruJ in your own i. unp.i i; u i. In: ji wi 11n>-:, ■ some 
r.i I 11 •; ihi wo r- | hn r be i n; j l h j ■ di re com In ij.jt i o I Cormyr', i ho 
niilure ol rhe oppOnnrlFv thu PCs utn, md ho le^al complex 
liK:'r .ji adventuring here wiihoul . ippropi i.jH: i-iulwlilulium. 

Bi-.c .-igv* dl Mu- pn-uli.ir way m which advnrvii ir* ..n :: iniry 
dm.od liifu I fit; .iilvronijtti (hv pvrfufc). encounters can criiilv 
he ad|uste<l for higher- or lower-lewd at I wen luring parties, sum 
ply by adding cm subirachng loes. The overall naiure end 
progress oi tbn jdveniure need noi change ,ti .ill, wiih ihn 
I’.auNofi lh;TH ;i £mdl group ol i nan pi: r i t: rn :e i i m lioublcsomc 
odvcriiurcra would rtol hr selected lor ibis mission by the 

Cormyrkm crown !o begin with, General sug^estHSttS' lollow lor 
uilwr hivdi^ 

^rd-^rh level PCs: li ihr adventure wiva run in; wniien, n 
Luge group of such chaivicterji, ,jboul nigh I 1o Ion ol thorn, 
would be ippropiLila OHutwiv:. <.ii ihe number of opponent 3 
(particularly ores) ai or to min;; through each portal li fes 
imjMJi Unit I / nolr i i.il iht; monsters [jiiyund I 'ui I > 1 1:> . p dtld / 

weir inOrjnl 1 u be rxeepii ion. illy dangerous in .any level ol 
i 1 1, sme 1 1 ■ [ A I >M i , i n i i^k m low levels 'Cs 11i (Irst :ovi ■ i t :. 11 ly evi 
di'flCr oJ Iflesr* in ■ ib'-.I■ ■ i Warning ihem ol Mu' e.ingei .iIhmiI 
ill the KJs ohoosis lo go on. 1 hot is. loo bed.I Strikingly lifelike 


Values beyond Porul human or deer blood spaltered ,n moss 
e wide ,ji c,[ ul i In; luresr beyond Pori yd g. ;imj itio bodies or 
he ores beyond Horral j should be sul'lidimi The twist in 
Pori at ip s linkage won't her nine evident anywjy, the ;il tx: i 
nnie /pile one only be opened on Midwinter night, 

7th-8lh level PCs, or over four jth 6th Icvd PCs; Him the 
adventure ns writ fen. bur boost nonhuman group encounters 
'goblins, ore:,. or ogres) by Another yj-nm"-:: an number, 
idding utidjushos when possible Add two or Three lie Zhum 
villains, of levels itmui equal lo 3hnsr- nf ibe PCs, in Mio group 
I foil it tempts m oi, upy rlie Stone lands ruins holrlmg portal j 

Use I he NFC St.iiisiies soci ion in Chapter , j ol ihe DttNM.i w 
Masw/s Guido to genemle the m. i?istier- lor these adversarins. 
(jth and higher-level r*Cs: In addition to the nbovi:, 11'i iEiur r 

li I rhi: iMt ufs ..li ilic Ntsxuy Ruum \m pp^rniilonal. trtddtn,” 10 
olliiT tbingprous spots around F'.'iiimn Allow ,i lamia nr l.imi.i 
noliln lo inhabit Ihc htll nl’ ] uins hoyond Portal Have [he ores 
ar Portal he led by particularly poworfuf and evil monsier 
di.at sur vived the Drjsgon's War, Bousr I In: tercet ol ilic i;ulr 
in Soen'oon (Portal fi) !jv adding dr ;u nli(.:h in ihcr cellar. Boost 
the /.hern lou.ns .litmnptmg iu fuku over itir mins ul Portal l 
willi mor e ugr rs .md pnrhaps .i few hill giants, us wHI ;is Zhent 
sfidhsisiiTs md perhaps an outsider hi'lper. In the long run, 
look I in i way la ldd m conflicts with rabsllious nobles who 
le^r u ol Ihe portal syslem and ariumpi iu si'i.'n ii for use m 


'rt ,i>ji11;■ .r ri:vt:,Ji iit.i-<v!;ri Cormyr. 


yields. There Is so much to do. The regeitl appeal s wear y yrid 
Iciise these days, finding little solace In rbe news her generals 
and scouts bring. Worse., her explosive: temper is fraying 
nerves throughout her court, and she is often more feared 
than trusted. 

In the process of detailing troops to replace those at the 
Black Crater of Tjlverton, Alusair receives reports That new 
bandits were spoiled near there a day earlier. Their lair 3-eems 
to be an ancient collection of ruins in the Storielands a few 
miles from the Moonsea Ride, nor far to the southwest of lost 
Tflverton. Alusair consults her War Wizards and learns that 
the ruins probably date from the rime of NcthcriL millennia 
ago. There ia always a chance of finding magic items in any of 
Netherils ruins, and the possibility of bandits gaining this or 
other- advauiagcis is unnerving. Alusair delegares one of her 
trusted commanders from the Blades, I ord Falzo Hawklin of 
Suzail. to get reliable adventurers on the problem right away, 
people the crown can trust, She wants the bandits wiped out 
and the ruins examined in derail. She ia saving her Purple 
Dragona to handle latter problems, rather than break her 
army into Tiny pieces to chase down every potential trouble¬ 
maker in The war-weary realm. 

Lord Hawklin leaves the Steel Regent, grateful she has nor 
seen fit lo challenge him to another duel to wear off her Frus¬ 
tration and rage at the kingdom's dire predicament. Rather 
than posting a general o-dvcrhaement for adventurers, Lord 
Hawkiin gets the advice of the College of War Wizards, who 
maintain a vast system of records on every arcane spellcasrer 
known to operate ’within the kingdom. He also checks with the 
commanders of the Purple Dragons, who issue The adventur¬ 
ers' charters in the realm. After a day's consideration, Lord 
Hawkiin sends a number of servants to locate any members of 
adventuring groups on his short list, onca he feels will do a 


reliable Job in cleaning our the bandit nest and exploring the 
ruins. The first group Lord Hawklm's servants discover and 
recognize in the streets of Suzail is (surprise!) that of the 
player characters, 

Amntwri ^norite 

In inid-i^yz d.r:., ihe PCs are hired by the Cormyrlan govern¬ 
ment to clear out a reported lair nf bandits along the Moonsea 
Ride, the main road heading northeast out of Cormyr. the 
Moonsea Ride leads (or once did) to Tilverton. a border city 

that was destroyed in Mirtul of that year by an unknown mag¬ 
ical attack of great power. 

The “bandits” lum out lo be ari (tssorlmenl of villains and 
monsters from distant parts of FaerGn, ail Fighting each other 
in the ruins nf what was once an ancient military post. 
Exploration of the ruins confirms that they are Netherese in 
origin, over two millennia old. The foreign visitors here arrived 
by using a newly activated porrai neTwork that the Nctherese 
built. The PCs have the chance to temporarily shut down the 
portal system lo prevent more visitors from arriving, bur They 
must also fend off Zhentarim attacks and other monsters while 
doing so. 

No particular plot line or time schedule must be followed to 
resolve the mission. Once the PCs reach the ruins in the 
Stonebnds, they are largely on their own in determining what 
to do next and how to lldy up any mess ihai resulls. The actual 
sellings ar e minimal In nature, so you can set up all encounter 
areas quickly and easily if using tabletop miniatures. 

tn£reefer ftooEi 

The PCs must be reasonably reliable in The eyes of the 
Cormyrian government. They are given considerable biiiude 
to deal wiih Jhu pr oblem before The crown, and thus have to 
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be trustworthy. It would help if one or more of the adventur¬ 
ers had connections to nohles loyal to The crown, perhaps 
even being minor nobles themselves. Characters With histories 
of fighting on the side of Cormyr in the recenl Crayon's War 
or other conflicts, or aiding the crown or Cormyr’s people in 
some way, would have a clear advantage at the start In the 
relations with Lord Hawklln. 

It is possible that one or more characters have heard of the 
late King Az.oun-S long-standing offer to grant The title of 
Baron of the Stonelands to anyone who built s castle there, 
lived in ft, and kept the area free of Zbentarim, bandits, mon¬ 
sters, end so on. It is well known ifrat the Steel Regent also 

honors this policy, and .she would further like someone to 
establish a new caravan slop to replace (he one ai Tilverton 
(which would also strengthen Cormyr 1 s hold nn its northeast- . 
ere border). The value in creating' a stronghold and gaining 
noble titles might move a group of PCs to use I he Stonelands 
ruins as the foundation of rheir future home, particularly if 
they uncover the well near Portal i. 

Much of the general Information about the state of Cor my r, 
given in “Adventure Background, 1 ’ should be available to the 
PCs from conversations held with almost anyone around the 

capital. Suuil. The conflicts with some noble families, maraud¬ 
ing nonhumans, and so forth are common knowledge. 
However, whai really happened to Tiivcr+on, some of the 
background machinations of the Dragon’s War, and what the 

Steel Regent means ro do about the current troubles remain 
unknown, to the puhltc and The PCs. 

btemninG tHt Amntvrt 

One or more well-known adventurers are approached by a 
young, teenaged page on horseback. The page (female half-elf 
Arli) might have been noticed momenta earlier, scanning the 
crowd in Suzall or watchlqg the PCs as If unsure they are the 
people she seeks. Once the p^ge approaches, the PCs see that 
the unarmed youth wears fine clothing and the badge of. a 
noble house in Cormyr (that of the Hawklin family). The page 
guides the horse dose to the PCs, halls rhem pleasantly, and 

asks their names. If asked why, fhc page replies, “’I have busr ; 
ness from I lie crown,’ 1 bui says Nothing further. If the group 
properly identifies Itself, the page inviTes The group to come to 
Lord Hawklin’s manor within the hour. “Mlord wishes to speak 
with you directly/' the page finishes. A brief period can be 
allowed to assemble the rest of the grbup. The page leads them' 
all to Lord Hawkliri’s residence, a small manor with marvelous 
gardens along lhe north side of 3 uzar| ? s great Promenade. 

Lord Falzo Hawklln (male human Arifi/Ftr^ Diplomacy -fB, 

Knowledge-history +£) is 3 cunningly handsome and intelli¬ 
gent young man, quire mature, sophisticated, and collected in 
his manner and bearing, Tall, dark haired, dark eyed, smooth 
voiced, and impeccably dressed in black, he is chough to make 
anyone believe that maybe some nobles really arc better than 

everyone else. He moves and acts in a relaxed, casual man¬ 
ner, hut his, mind is quick and he. is obviously DThlenc. He wears 
only an ornate, ceremonial-appearing dipgger on his belt 
dagger of spasd) > bur he carries several other magic devices 
(ring of mind shielding, -1 $ ring of protection, end jy brocors 
of ormofi, 

He invites the PCs lo sEl with him in a large, open gaiebo, 
saying that they arc well warded there against spies of neatly 

any sort and cam enjoy the breeza* and $lj miner flowers as 


I j . r 

they talk, Once ihe PCs are serried into their chairs. Lord 

Hawklin has a servant fetch drinks for everyone, then begins 
speaking the moment the servant has left the gazebo. He uses 
the ''royal we" white speaking with the PCs, as he is acting as 
the Si eel Regent'5 di root agent in assigni ng the mission: 


j- - i 

“We have a Irltle problem, and we tTrough 1 you might wish 10 
help us out. If you don't mind some Traveling and dry air, 
and maybe giving a few hnganris a good druhbing. this 
^should be. a nit; @ outing for you, 

“The crown Is ahorr on manpower at the moment, and we 
received a reporI rwo days ago of some brigands or trou¬ 
blemakers north of here, near Tilverion." He grimaces, 
irji used 10 be Tllvcrton, anyway. Wr need you 10 go 
rhfire and get rid of the problem in whatever way you see 
fit, give the local area a look around, then come home. That’s 
all Ihere is ro it. Shouldni pul you out overly much. You'll 
be wqH rewarded and all that, Arc you in?” 

Lord Hawklin pauses to look al rite characters directly and 
see whether they are Interested, even though he's described It 
in only the vagpest terms, He responds to most questions 

(exact nature of mission, reward offered, problems expected) 

with, “We’ll get to that shortly.” If pressed, he calmly says, “You 
arc being offered 0 mission directly from the crown. It’s the 
sort of mission lhar makes you an agent of the government, 

and we need people who have the best interests of Cormyr In 
mind when They take it. There's more to This mission Than I've 
said, yes, but we are reluctant to disclose anything furl her 
un-tili we have your sworn agreement to take up our cause. We 
have appointments with two other bands of heroes after this 
one, but you were our first pick. Are you in?’ 1 

Assuming the PCs agree to rake the mission as described. 
Lord Hawklln nods, satisfied, and continues: 



•'ipj 


we finish here, you must each swear a loyalty oath 
to Cormyr aftd ah 64 tb of secrecy, and you will each receive 
a writ stating you are on the crown's business and are noi 

to bo delayed. You should enjoy lhai, the free food md all. 
The writs are good only for' a fnunlh, but I duubi vuu' 1 need 
them tot ihm long. 

''There are a few things 1 hi? crown would like you to keep 
in mind, of course, as you go your merry way forgive me 
for staring the obvious, but you are not to interfere with the 
Purple Dragons at . . . at the Block Crater I’m never going 
to get used to saving that Mv third cousin lived there before 
the disaster. I think she's dead now." Lord Hawklln Is silenl 
for. a moment, staring ai the llnwnr garden 'As 1 was say¬ 
ing, we are counting on you not To have to request the assis¬ 
tance or the Purple Dragons as they Have their own mission, 
watching over the Block Orator And assisting our other 
force'- In rhe area. You Are to report ro Capmln Dunman 
when you arrive-ah. I forgot to say ibat vou will be travel¬ 
ing ro Tilverron by magic, as we don't have rime tor you to 
nde or walk lhere^and you should report the results of 
your expedition to the captain when your work ns done. A 
verba! report is all that's necessary, although you may have 
to go into some detail for her. You will give a similar report 
when you return here, 10 me, and please give me all the 
details you gave the good captain, If noi more, 
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In addition ..." Lord Hawklin pauses again, his expres¬ 
sion hard to reed, “In addiiiori, you are not tq discuss your 
mission with anyone olhcr than mysdf, Captain Dunmaii. or 
a higher representative of I He crown You are not to ral.Sc 
itbour anything unusual voti s#& at Tllverton with anynni'? in 
rhis r.iry nr anywhpn' Hse Ttve kingdom does not risjed a 
thousand new panicky rumors flyirjg around about what 
happened (hero: we have rumors enough already. Wc opent 
a lot of Time and trouble rerouting ihe Moonsea Ride around 
(he Black Crater so that Iravelers would hove the wgn»i pos¬ 
able view uf IL We mighi soon have to build a wall around it 
to keep The heroes our of ii as well. What you see of ttre 
Black Crater must stay with you alone. 

>u ri her, you ara not fq a pproac h the Black Croter under 
3ny circumstances. The soldiers and War Wizards There are 
under strict orders lo kill anyone who tries to get to ihe 
crater without iSulhorIzaiign, Yurur wr Sis do noi authorize any 
business with it. You mFghr nor wish ra draw near rhs crater 
anyway, as wfi have good suspicions that those who enter 
that pit are slain, and their souls lost forever. No. one who 
ever went into the pit has come out, and wo have been 
unsuccessful in recovering (been or even divining their fate. 
They are simply gone. Just do your job and Id everyone else 
I Mans do theirs; 

There is another martcr'' I orrt Hawkltn sighs and shakes 
his head, a famr smile coming to his face. "You might actu¬ 
ally see this as good news. I suppose. The brigands in the 
area appear to be using some ruins ekj their hideout We have 
reason to believe she ruins arc quire old, possibly Nerlsei esc 
in origin. You are lu explore lltqse ruins and see what They 
contain In the wav of (hreats to our kingdom, remove those 
threats, and report hack on them. That assumes any threat 
evtsts, of course, which might not he she case as the ruins 
have been very quiet for over a thousand yours. IF you do 
find anything there that would be of assistance fo our realm 
or of interest to the crown, we would be' pleased i u know u P 
it, of course. Otherwise, you can keep whar you Find., as 
always, Just mop up the brigands, 

" Thais abour it Our drinks are comiqg now, I sec, so let 
us rest a short while longer and enjoy a bit of beauty and 
peace, ihen you can gel your writs, fake your oaiha, ami be¬ 
en your way before nightfall." 

IP asked. Lord HawkUn reveals That the crown's intended 
reward is to pay the characters in fine gemstones, two pay¬ 
ments are actually being offered: one immediately after the 
mission is successfully completed, and one three months later, 
paid out at a government building in Suzail. Each payment 
comes to 6,000 gp per person in gems, and either share {or 
built as a whole) can be used to purchase available magic Hems 
of equivalent value from the crown. Moreover, each PC will 
receive a full reimbursement of the current year's adventur¬ 
ing fees and taxes. Lord Hawklin makes a general reference to 
additional benefits if the PCs discover anything of ‘'special 
importance to the crown JF among the ruins, but he doesn't 
expect anything much will come lu lighi, 

Lord Hawklin Is also happy to make small talk about the 
weather, life in Suzail, the garden, foreign politics, and so on, 
though he says little abour the state of the kingdom at present. 
The latter topic obviously bothers him o lot, although he tries 
to minimize trouble. No matter what ihe PCs say, they cannot 


meet with anyone In the government higher than Lord Hawklin, 
and certainly not the Steel Reger11. who is in meeiings all this 
month and likely lo be In a foul, dangerous mood. 

You r.sn swiftly play our what follows at Lord Hawklin s 
manor Swearing loyalty to Cormyr and secrecy about ihe 
mission, gaining the minor writs for the mission {see 
Tormyrian Ad venturing Lows"), and cheeking on all the PCs' 
official documents to make sure they are properly registered 
with the government as adventurers or wizards. (Remember 
that The PCs are requ Irani by law to take enpi ss of ail i heir doc¬ 
uments wilh them on this adventure.) You might wish to have 

one or two characters run into brief bureaucratic snqgs at this 
point. For example, it mighi develop that one character, by 
coincidence, has the same name as a viilmn from Sembia, 
Perhaps a PCs name has been misspelled on some papers, or 
someone forgot to chock In regularly. Any such problems are 
cleared up quickly, but the impression should he left Thai 
Cormyr cares about legalities. 

If characters need supplies, they can purchase up to 1,000 
gp of equipment per person, paid for by the crown. Almost 
anything within reason can be purchased in Suzail. Horses are 
recommended, as a long journey is part of the trip. 

Finally, Lord Hawklin gives the group a set of papers show¬ 
ing the ancient alphabet of Netheril No dictionary is provided 
to transrate any words. The papers can be used only to deter¬ 
mine if the Ston elands rums arc Ncthcrcse in origin, if any 

writing or carvings are found there, 

Once this is done. Lord Haw kill a escorts ihe PCs from his 
manor Eg their mission. Me leads Them down the Promenade, 
Suzaifs main street, m the western end of the Court, the 
gigantic government building in the center of Suzail, There, he 
leads them to a broad set of double doors that appears to be 
a service entrance for taking large deliveries, as from wagons. 
Opening it {it is unlocked, al least for him), he lakes them inside 
a brightly lit room resembling 0 small, empty warehouse!, (So 
feet square and 20 feet high An identical set of double doors 
stands on the far side of this room; the sides of the room have 
piles of empty crates, straw, and minor debris pushed against 
them. The room-smells like horses were recently stabled here. 
Bright illumination comes from a half-dozen globes suspended 
from the ceiling, radiating magical light. 

Lord Hawklin motions for ym to wail by the doors. He closes 
them, then turns to race the doors on the for side of ihe 
chamber, 

"In (he nfiim: of the Forcsi Kingdom, and of AJusair, the 
Steel Regent, I bid you open,’ 1 he says rn a loud, sir vug vgiue 
that ecltoes in the laige room. 

Swiftly, the doors on The far side of the room vanish, 
replaced by a whirling, sparkling pool of gray lighi about 16 
reel across, hovering about a foot above the ground. The 
pool of lighi then slowly sinks into the floor until it is only a 

half-cirde, S feet high and id Jeer wide. The grav light filling 

the half-cirde j'ades, and you see 3 landscape beyond If. 

Hie scene is of a rocky wasraland among high hills, at the 
same tlmfi of day aa it is now in Suzail. Several dozen 
armored men with drawn longbows, obviously Purple 
Liragons, watch you ih rough the magic per ml, arranged in a 
semicircle facing you. Other soldiers behind them gaze at 
you wirh mild interest thai ir> quickly losi. One yawns, and 
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No others continue j conversation after only a brief scowl 

in your direction. 

One soldier in a Purple Dmgon officer's uniform walks 
over to i he pom I and peers Through without entering. 

''The sun has not set on the forest kingdom," she says 
stiffly. 

,J Nor shall ir so long 35 wo hold it in the sky." replies Lord 
Hawklin. “Captain, please aee that my companions here gei 
foot I and 1 est. They’ve come to deal away the vdnmiri you 
reponed. Their paperwork is In order," He pauses. “All is as 
before?" 

"No change, your lordship," says the army captain. She 
looks sired and grim, old beyond Her- youth, Her eyes have a 
dark, haunted took. "Our Friends from Watcrdecp ore 
preparing a report for the regent. Ii should be ready by 

tomorrow,’' 

"Thank you, oapTain," says Lord Hawklin "We will he 
ready to receive it The gods be with you" 

"I pray that ihey 3 ra, your lordship.' The captain "s weary 
voice and oppression make It plain that she has her doubts. 
She looks expectantly at your party. Lord Hawklin turns and 
solemnly waves you onward, through iSye poital. 

C ot thfc PtfltiE Prison £ 

Once the PCs step through the porfsi, Captain Hiri Dunman 
(female human Ftrg) silently escorts them to a lapge circular 
tent nearby. If anyone starts to wander off' or dawdle, she 
snaps. ''Follow me.. Lei's get this over with" Ai ihe lent, site 
oversees three Purple Dragon sergeants who examine all the 
PCs' paperwork in detail, ignoring any pleas to the effect that 
Lord Hawklin cleared their papers earlier. After iodio minutes 
of consulting books and charts, the sergeants let the PCs go-. If 
anyone was so foolish as to alter these papers (and be caught) 
or- else Ihvuw I hem away, ihur PC is arrested at once and held 
under guard until he or she can tie returned to Suzall (by por¬ 
ta!) and failed there to await trial. You can play out this possi¬ 
bility as desired. 

Once the paperwork is out of the way. Captain Dunman 
takes the group to a mess tent where the PCs can cat, rest, and 
prepare for the journey ahead. The captain expects the PCs 

will leave no later than dawn the following day. The sooner 
they go, the happier she is. The army campsite is on a ridge 
about 150 feet high, overlooking the western end of Til vers 
Gap and providing an excellent view of the region. The PCs 


can count about forty soldiers here. (Actually, fifty are pres¬ 
ent, all above and level as fighters, supported by another 
twenly War Wizards of ^th-ioth level,) 

Captain Dunman warns all PCs that spells cast wiThin a five- 
mile radius of the Black Crater are likely to malfunction. She 
cannot explain why this happens, but she details Ihe effects 
with great familiarity. Essentially, the Weave (global magical 
field) in this area is so disrupted by the Black Crater Thai spells 
have a chance of failing in direct proporlion to the spells' 
power. Multiply a spell's level by fen and use the result as the 
percent chance the spell has of failing (thus, a and-level spell 

has a 20% chance of failure). She urges spellcasters to save 
their spells until they get at least five miles From the crater to 
the west or southwest. The same advice is given to Cora vans 
passing though. 

The Purple Dragons here are not witling to talk to strangers, 
especially adventurers, regardless of rheir papers. However, 
with care, the soldiers reveal a little about the area and the 
problem with what's left of lilverton. One or two might point 
out the Black Grater, which is a circular depression about a 
mile across. Not even the walls of Tilvmon remain. Three 
roads can be seen leading up to the edge oF the pir. A careful 
observer will note a place on the Mo on sea Ride about five 
miles away to the east where the mad is blocked- A new route: 
has been marked by stone cairns, leading distant caravans 
from the Dales considerably away From the Black Craler, The 
new route winds around the Purple Dragons' camp at some 

distance, joining up with the Northridc and eventually cou¬ 
nseling back in 1 he old Muonsca Ride iwu miles su ihe south- 
west. The soldiers monitor all caravan Traffic. 

Even from a distance oF Three miles, a person can see that 
the crater is dark inside, as it tilled with black tog, Disturbing 
movements can be seen inside the pit, but what they are can¬ 
not be discerned. Anxious soldiers who notice PCs watching 
the pit rake pains to again warn the characters not to approach 
any closer to rhe crater Than this campsite. 

In the unlikely event that any PC does attempt TO get near 

the crater, Conmyr's soldiers and wizards mate a concerted 
effort to sky, not capture, that character. There is a spread¬ 
ing concern that anyone enteripg the pit is lost to an other¬ 
worldly power, and slaying a curious busybody is Itctrcr than 
giving a potential enemy another ally. Any PC who actually 
enters rhe plT is forever lost to The campaign: The player can 
tear up the character’s sheet and forget about if. Not even a 
wish spell will return such a lost adventurer. 
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(Oft/ATftlAfl ADVmiUmnG LAW£ 

Because this adventure takes place in Cormyr, the PCs should 
already be aware of certain laws covering freelance adventurers 

flawless frraswords" to many Cormyriams}, particularly restric¬ 
tions on magic use and the bearing of arms in ifils kingdom. You 
might find it interesting to havo unpre,parerf PCs go, through some 
of this bureaucratic work before the actual start of the adventure. 
Conversely, you can ignore these regulations if they are not appro 
priatc for your campaign. 

Adventuring charters; Any group of five or more advtuiur- 
el's wlio plan lu irdvel and work together on missions musT regis¬ 
ter wlTh The crown as an official adventuring force. Ttie group 
must obtain a "royal charter of arms" in Suzail from the court, 
usually the current chancellor, lord high marshal, or ruler. The 
chancellor, currently Bert Huntsilver (female human Ariio), is 

available To lake applications for charters in Suzail. An application 
must be signed by all members of [lie group, win? must disclose 
i heir real names and places of residence, and the group must 
describe its collective name, badge, seel, cost of arms, standard, 
flag, or other identifying symbols. Any permanenl chapga to th& 
gt'o-up's title, symbols, or sise requires a revision, of the charter; 
charter records arc updated on the first of each month. A copy 
of I he charter is issued to the group as a whole, wijb extra copies 
available fur iuu gp each, 

A charter for five or si x adventurer.': (forming a legal'‘follow- 
ship! costs 1,000 gp, with an annual rax of 300 gp on th& 

anniversary ot the dtate of signing the charter. In igys d.r„ larger 
groups are charged 2,500 gp per parson per tenday for tempo¬ 
rary charters if they are not native to Cormyr. The group's pro¬ 
jected date of disbanding (within two tend ays) must be registered 
and adhered to. Native Cotmyriatis are charged 1,000 gp per per¬ 
son per Tftnday. A long-term nr permanent adventuring charter 
for a group of seven to thirty (legally, a "band") costs a flat 5,000 
gp par person, for natives and non-natives alike. A group leader 
must be designated to speak for all in the band in legal matters. 
The annual tax cm a band as a whole is 1,500 gp. 

A tare fee wf zu gp per day, for up to ten days, Js assessed on 
annual Taxes on advenTurfryg groups. Failure to pay the tax and tote 
fee within this period will cause the charter to be revoked, 
Revocation means that a group (if it has not informed the crown. 

that it has disbanded) has decided to oppose the crown and is row 
officially "outlaw.'' A warrant fcs issued to the Purple Dragons for 
the group's arrest and detention, tltough this happens often enough 
3 Inal groups are npt automatically Thought of at being in rebellion 
(more likely, they are fust preoccupied with adventuring), and so 
are not attacked immediately by force of arms, The group, once 
located, is warned to allow the arrest, token into custody, and given 
the chance to pay all overdue faxes and late Fees, After [his, the 
group con cither officially disband at no cosh losing its charter fur 
good, or have iIk cliarier rei reflated to continue adventuring. 

A member of an adventuring group can be stricken from its 
membership by the crown for criminal actions, and a charter can be 
revoked at any time for any reason by the issuing authority. As 
travel and communication across Cormyr take time, 50 any changes 
to e group's charter will also take time to folly take effect. 

Peacehondlng weapon*: Armed adventurers who travel about 
in peace (in other words, while between missions into dangerous 
areas) tnusr have "peacestrings" tied around their sword amt dag¬ 
ger hilts to their scabbards. I he Purple Dragons enforce this law, 
though they term it a ''custom'' Soldiers at Purple Dragon guard 


posts are willing to tie peacestrings of their own make on visitors' 
weapons. 

Using a peacestring is a symbolic gesture meant to pui com¬ 
moners ai ease, allhuugji Purple Dragons are all too aware thaT 
most have no effect in a real tight. Large weapons like hatifeaxes 
are expected to bn capped with leather and -stuck in belts, or 
strapped to backs so os to maks them difficult to reach. Bows ore 
usually yneifung and carried on Lacks, requiring a round to pre¬ 
pare for battle. Weapons that double as tools (hammers, hand axes, 
taring knives, and so on) escape peacesi rings if used by farmers 
and workers known to local Purple Dragons. 

if stopped by Purple Dragons for not following the "custom,” 
an adventuring group can produce- a copy of if* charter and be 
allowed 10 proceed without further hindrance, so long as this 
occurs in an area where weapons would reasonably be kept at the 
ready (in ihe Stonelands, for instance, but not downtown Suzail). 
The penalty for foiling 10 pui peacesi rings on bladed weapons in 
areas where fighting would not be expected :s seizure nf all ear¬ 
ned goods by the crown, with possible imprisonment and expul¬ 
sion from the realm. Self-defense in the presence of witnesses is 
permitted as an alibi for having an unbound weapon. 

Wizard registration: Every wizard and: sorcerer oF 5th level or 
higher is. required to register with I he crown. Each wizard must 
travel to Small and meet personally wiTh Cafadnei (female human 
Sorir/Frr^, ihe current Royal Magician of Cormyr and Chairman 
Emeritus of the College of War Wizards, and report his or h&r 
name, sigil, place of residence, and travel plans for the nexi six 
months. Each wizard la personally responsible for ensuring this 
information is updated and current; There i& no re^istral ion fee. Bv 
inid-1372. o,r„ senior War Wizard* have stopped In for the over- j 
burdened Gafadnei to keep up the registry, and even trusted 
nobles will take the initial applications. I he penalty for foiling to 
send in updated information is a fine of 500 gp, doubled with each 
passing temday, with a guaranteed visit from the War Wizards 
after two tendays. ReFuaal to register is grounds for banishment 
from the kingdom, end refusal lu leave is grounds For being 
ar rested and Imprisoned (or slain. If resistance is fierce). Wizard 
PCs are assumed to have already registered with Caladnet or her 
War Wizards, but travel for this adventure must also be registered 
once the adventure is accepted. 

Minor wrifot If adventurers arc hired on & mission for the 

crown, they are often each given a paper that is legally referred 
to as a minor writ. This paper states Thar the named bearer is on 
royal business and rs noi to be delayed. Assistants in the form of 
fond, water, and shelter must be provided within reason. 
However, a minor writ has many limitations of which adventurers 
are rarely aware. The bearer is not empowered to confiscate items 
from Cormyrian citizens or to interrogate or search such citizen*: 
those legal powers are for terrain members uf government, 
nobles, the Purple Dr&gons. War Wizards, village militia, and city 
guards. Further, many army officers, War Wizards, and so forth 
have full freedom to ignore minor writs if, in their judgment, doing 

so serves a greater reed or cause. If a besieged army must hoard 

its supplies, an adventurer with a minor writ cannot get food from 
it if the commander says no. Because the major use of minor write 
is jo gel fiee food arid drink from Inns, restaurants, and taverns, 
writs are commonly called "meal tickets" by those who use them 
regularly. For obvious reasons, many merchants dislike seeing a 
minor writ, as ii means they must write off th& cost of any food 
taken or otherwise suffer the loss oFbu&inesa with no opportunity 
for compensation. 
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lU^cHim !hi IttorisL&rm llviMi 

Captain Dui hi iari provides a reason abl y accu¬ 
rate map 10 the ruins where a he bandits were 
spotted. The rums are twenty miles to rhe 
southwest, about Five miles on the northern 
side of the Moonsea Ride. Along the Moonsea 
Ride itself* no encounters arc expected 
except with normal caravans and wayfarers. 

The captain warns rhai Zhentarim iradiitonally 
creep about this region, trying in hire nonhu¬ 
mans into their service and spying on road 

traffic, Raids against caravans here are fre¬ 
quent following lho Oregon's War, and bandits 
and ores driven from Gormyr have fallen in 
wilh I lie native goblins, bugbears, ugits, and 
other undesirables. 

The captain supplies the PCs with horses if 
they did not bripg their own, but she does so 
grudgingly and demands they be returned once 
the PCs' mission is concluded. Aside from food, 
the army here parts with little else except 
advice. They conserve their supplies againsl the possibility of 
attack from any quarter (such as from the crater, ihough they 

never mention this possibility as it so unnerves them). The cap¬ 
tain sees the PCs off at dawn iF they don't leave earlier, watch¬ 
ing them wilh narrow eyes until they arc out of sight. 

The Ston elands are largely barren, with parches of fan 

glass arid scrub among I he huge boulders and rock uulcrops. 
The low hills are rugged and scarred with gullies. Wildlife is 
infrequent but includes antelope, deer, goats* gsanr badgers, 
flightless birds, and wolves, with eagles soaring overhead. 
Storms in this area in the summer are usually dry, featuring 
amazing displays of lightning with occasional ground strikes in 
rhe distance. Mostly, though, rhe weather is dry and hot. 

Feci free to Include random encounters along the r oad wilh 
caravans hewing northeast From Gormyr to MlSTfftdale and 
beyond. Unfortunately, it is not uncommon to see burned wag¬ 
ons, horse skeletons, ruined merchandise, and unmarked 
graves by the roadside here, as well as goblin skulls siuck on, 
poles. About fifteen miles down the road, the terrain levels out 
a bit, all hough ii is si ill very rough. 

Tha crudely rendered map the PCs are given (see handout 
above) clearly indicates a particular stone cairn near rite road 
where they are to- turn to the southwest to reach the ruins. 
The cairn, which looks like a pyramid, is discovered by any PC 
making a Spot check (DC is) once the appropriate point on the 
map is reached. 

Leaving the Moorvsea Ride means traveling across five 
miles of gully-ridden, rock-strewn, sun-baked, snake-infested 
wasteland. About a mile From the ruins, the party musi make 
opposed Spot checks against the ore guards on watch. The 
winner gains a surprise advantage against the other group. 

The Stonefands Ruins: Ground Level 

Over the past i.fSon years, the elements and angry nonhumans 
have completely reduced the Neiherese stronghold here to its 
bare foundations. Mo wall or tower remains. As there are many 
more Interesting ruins within a day's ride, ihis one has been 
ignored by nearly everyone until now. It has been rediscov¬ 
ered by nonhumans who, rather than digging their into the 
ruins, have tunneled their way out. 


As explained in “How ihc Portal Networ k Was Aclivaled." 
ores won control of a Nerbereso portal network from The Cult 
of the Dragon, and one of the portals opens into a subter¬ 
ranean chamber m these ruins. I he ores dug their way to the 
surface, and a force of about a dozen now guards the ruins, 
awaiting orders, Three ore sentries crouch down on top of a 
raised octagonal area in the center of The ruins where a cen¬ 
tral keep once stood. With them are two pel wolves That obey 
the commands of any nrr. present. 

Creatures (£1 6): Thunder Peaks ores regard Connyrians 
of any race as Iheir mortal enemies. These arc relaxing at the 
moment, talking about the recent Fight with the Cult of the 
Dragon while scannipg the horizon for foci. 

The wolves, 1 rained Fr om birth lo obey any ore’s com¬ 
mands. ham humans and elves, snacking Them in preference 
to anyone else. 

f Male Ore FIte (3): OR 2; Medium-size humanoid tore); 
HD adio; hp 13 each; In it 1 o; Spd 20 ft. (base 30 ft.); AC 16 (+6 
banded mail); Atk +4 melee {tdtsWcrit *3, greataxe) or +2 
{id8/criT X3, longbow); 5 Q darkvision Go ft, light sensitivity; 

ALCE; SV Fort +3, Ref *0, Will -1: Str 15. Dex 10. Con 11; InT 
9, Wis S. Cha g 

Skills: Climb +7 Listen +a (includes Alertness feat). Spot 42 
{includes Alertness Feat). Feats: Alertness, Blind-Fight. 

Possessions: Banded mail, grcataxc, lopgbow with 30 arrows, 
sack of iodb gp {Cormyrian mint), assorted pouches and drink¬ 
ing flasks, and see Treasure below. 

^ Wolves (2): hp 15 each; Monster Manual 204, 

Tactics: If the ores spot anyone approaching the ruins, they 
warn lho others, and all of them take up defensive positions. 
The Two wolves are released to arrack the intruders first, while 
six ore archers arrack from range and the other ores prepare 
an ambush below. They do riot activate the portal to escape 
unless It appears they will be overrun In the lower chamber. 
These ores might bp reinforced hy more from the lower level. 

Trea sure: One ore has a single potion of fire breath and will 
drink it after the wolves have been sent against dtteckere. 

Development: Anyone who examines slain or captured ores 
notices at once that the ores arc from the Thunder Peaks, 
given iheir shield designs (Ihc eye ul Gruutnsh over crossed 
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lightning bolts). Anyone who fought In the recent Dragon's War 
knows that these ores were scattered all over Cormyr In the 
Fighting, so it would not be unheard of for rhem to he in the 
STonelands. 

One last interesting feature here is a trail of blood leading 
from the tunnel to the north, over the low rocky parapet than 
remains of this stronghold's outer wall. The bodies of two 
humans, stripped of their clothing and mutilated by axe slrikes, 
were tossed over I he wall’s foundation for scavengers to oar. 

Anyone examining The bodies finds that each has an inter¬ 
esting lattoo in black on the upper left arm-black flames with 
eyes peering out from them, raised over a dawlike symbol. If5 
the mark of the Cult of the Dragon, a notorious religious cult 
that worships undead dragons and aims to bring down, all civ¬ 
ilization. There's no ex plana lion fur why ihis group would be 
here, either. (The cull mounted an unsuccessful counterattack 
one day ago to retake the portal system. The bodies of ores 
slam here by the culfists were taken through the portal for 
burial in the Hullacfc Forest, beyond Portal 4.) 

The Start eland 3 Ruins, Lower Level 
The original slmnghukJ was simple In construction, and pur¬ 
pose, as described in "The Netherese Fortress of Blister” side- 
bar. Soldiers from Skater, on a Thunder Heaks mountaintop 
seventeen miles southeast of these ruins, used the portafhuro 
to attack nonhuman armies besieging the keep. Eveninally, the 

nonhumans changed their tactics, and the stronghold had to be 
abandoned. The lower level of the slronghgld held 3 ports! 
linked! lu Blister and a freshwater well, buT hath were aban¬ 
doned and buried in dust and sand. Half the area was cleared 
away once the ores reopened the ports! from the other side 


(the Nexus Room), but the well has not 
been uncovered yet. 

Creatures (EL 8); In the cleared area or 
the lower chamber aie eight ores from the 
Thunder Peaks. 

Two ores have three arrows apiece 
coated with 9 gummy resin taken from one 
of the slain cirltists- svho attacked them car 
Her from the ports!. The resin is poisonous 
(equal to Medium-size spider venom from 
if ik Oumtott Nam tit's Guide, page 80). 
f Male Ore Ftra (8); hp 13 each; see 

"The Stonelands Ruins, Ground Level"' for 
complete statistics and equipment. 

Tacticst If alerted, three ores join the 
three directly above the chamber to fire 
arrows ai intruders, the other five press 
themselves against the walls out of sight 
from anyone peering down the Tunnel to 
the surface. If someone descends the tun¬ 
nel but does not call out in the ore lan¬ 
guage first (giving names and other 
information in a recognizable voice), iwu 
of lhem fire poisoned arrows. One ore 
activates the ports!to get reinforcements. 
(If this or any other ore escapes through 
this porta !-Portal 1—he goes immediately 
to Portal 4 in the Nexus Room and acti¬ 
vates that to gel help. A flood of ores 
might force die PCs to flee temporarily.) 
The other two ores waif on either side of the entry way into the 
chamber with greataxes drawn. Once these two ores enter 
melee, the other two ores (if The porta! is not open} drop their 
bows, draw their axes, end join the fray. 

Development: Once the ores have been dealt with, the PCs 
can examine the excavated chamber. "Eire most remarkable 
feature here Is a pen l agonal door or archway on The easr wall 
of the chamber. 3 r Is about 10 feet across. The arch rtself is t 
foot thick and protrudes From the stone wall about 1 foot. The 
back wall of the arch is of an unidentifiable stone, not the same 
material used to build the wall around the arch. Even as worn 
as it is, the archway still has a considerable amount of writing 
on it, along every side. Tie Idlering is Netherese, which can 
be confirmed by anyone comparing Jr to the Netherese alpha¬ 
bet letters in the papers given to the party by Lord hawklin. 
The floor around the arch and across tha chamber is rough, 
as if dpg out, and trampled by boots. Pools of dried blood are 
everywhere, but they do not seem to have come from the ores 
here, who were unharmed before The party arrived. 

All or I l ie uics here know that to operate the portal, nil one 
has to do Is pur one band on the arch and utter a command! 
phrase, in any language ("Part the veil of the universe for 

Tnef'h The ores won't divulge this information under physical 
duress, however; magical means must be used {chant) person, 
detect thoughts, and so on). 

Once activated, the pentagonal archway seems 10 change 
color slightly, as if the stone were now a lighter shade of gray 
Than before The air around It has a peculiar odor, like that 
after a lightning toft spell has been cast, and the temperature 
feels like it has dropped a bit. After t round, the space within 
the archway becomes illuminated with foggy light, and the back 
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THE HETfMEM FOUTftt^ OF ULSTER. 

Around p,h., the Nelherese governmeni es-tablislied .1 mil- 
itury base on its southern border 1o guard 1 Km puss between 
what ere now the Storm Homo ond the Ihunder Peaks. Many 
Netherese wizards wished ro explore the south, some planning 
ro colonize ihe Inner Seu coasiiinu in lime and add ii lo iheii 
empire, however, ihey faced vast numbers of ores, goblin cids, 

and kobolds who lived along I he northern shores of the Inner 
Sea and regularly raiding Metherlfs borders. Many oh these 
nonhum tins were refugees from the realm's green lands or 
were descended from pass refugees. fheir bitterness ;t( ihe 

loss of 11 loir homeland and flutir hatred ul I he Nelltercse were 
boT romlfiss. 

The army base, whose official name loosely translated as 
"All-Seeing M a tier of Lightning," quickly became a fortress- 
city built inio the upper reaches of one of ihe Thunder Peaks, 
3 parliiujlor'iy rugged, round topped mountain nicknamed 
niisier . !The base irsdf was u no, Ti c. ia ,1 y called Blister by sol 

diets who held a tour of duty there, Mosl uf ihern haled the 
difficult and demanding life nn ihe dusty windblown peak.F The 
fortress commanded a superb vew of the pass, and nonhu¬ 
mans entering, ihe empire here were easy -o defect; The 

Nethercsc garrison used 0 scries ot hidden or- protected fdc 
porta 1 ion porfcjfs to build 'is epunfera tracking forces on ihe 
plains below and siviki: ul die nunlrumans, [The Slonelands 
ruins were once ,1 inns port pain I So and from Blister using 
Portal 1. fhc stronghold was abandoned when u eventually 
came under siege,) Other portals stretched across the south¬ 
ern boundaries ol the empire, and bored wizards added still 
others at whim for their private research. 

Blislei i I it: 11 was easy foi ihe enemies of ihe empire 10 
dciecT. Thanks to ihe magical lightning displays pur on there 
during military ceremonies at night. Direct attacks against it 
grew wilh each passing year. despite being regularly repulsed 
with heavy losses lo ihe nonhumans, After j lew centusSos of 
ibis spori, the nonhumans changed rheir laches. Blister had 
com a through lho assaults unscathed, except to grow in si^i j 
and power. Following some viulurii clianges iri leadership, Ihe 
non hum; 1 m withdrew from Blister, exc'.epr tbi strong scouring 
and probing units, and instead begun lo strike direrriy at i In■ 
human expeditions rhoi loll ihe empire through I he pass. 
Despite the greal power of Netherese magic and Individual 
wizards, the expeditions nearly always traveled by horseback 
arid wagun because of the viisi r 1 onibor ut‘ supplies ami :>e 1 - 
viints rltiir were brought along, A typical expedition was equal 
lo a small army m cun. Plough nni 10 rnnnbai might lire wiz¬ 
ards ihqmselves were often marked by ,j shod sighted egotism, 
long a pnrt of their culture, ihat hampered Ihdr ability lo use 
their magic la defend rhdr underlings. Nothercso wizards, in 
short, looked after themselves and almost no one else. 

Non human attacks againsi ilirso ex podium is iiroi will', tun 
sidnrn hlf si jccc ss M. 1 ny wem rds I led combat, defiiTtir tg .1 1 to nlo 
or ores 10 bo an unworthy too. and loft matters lo their len d- 
pressed underlings. The arcs, gohlmoids, and ol hors Frequently 
overcame their opponents and destroyed huge caravans and 
their supply trains completely. Devious traps and well-laid 
ambushes demoralized ihusu luvclcrs who survival Ihe 
assaults. Wiihin n cp.ntury, traffic through the pass was almost 
com pint dy shut down, Worst'. reinforcements for Blister wore 
also endangered, as the n on hu man & so Hud bigo quantities 01 


magic from fhe: looted expeditions nnd used much of d ro 

altar.k heavily armed units ranch I nn ihe ground. The wizards 
who ullimalely commanded Blister were not particularly com¬ 
pel mil in military mat tors, and some ol their generals were nol 
much better. Ii is ironic dial the nonhumans, who could nol 
maich ihe wizards m magic or intelligence, turned out lo be far 
wiser in miliiary mallei 3. Blisisi was carefully kepr in a pel- 
manenr stare of siege, its armaments now almost Impotent, and 
Ihe soul hern pass was blocked The teloporratmn links nn rim 
plains were scaled off lo prevent iheir use by ihe nonhumans 
to Invade the base, but their magic was left aurivc. 

Sonic reinforcements were able to enter Blister with the aid 
of vui icui I depot t, 1 Hun apelli 01 Hying devices, bul Blister was 
a hard posr. unpopular with mosi troops, food was always In 
short supply, ns Imlr could ho grown locally. Magical asxis- 

lanc.e became less available once the phaerlmm appeared to 
challenge she empire, as rite wizards directed iheir d forts to 
combating ihia new foe. Blister itself sutTcred a ftevoro .iitaek 
by phacruviTn around 4^2 D.R. lhal destroyed many ol its 
undurgr uund supply 1 uortis and caused urur slat vuliun iimung 
ihe troops. Bridges, stairs, and tunnels con nee ring various lev 
els ol the Fortress-city collapsed Severn wizards in command 
positions were killed during a personal tend afterward; the 
remaining wvnrdu were overwhelmed by their duties, and 
some fled. Blister largely abandoned at rbi> point, as ihe 
Nc liter esc now fyuglu 1 ‘m- phncrimni’i life"- and magic-draining 
assaults across the whole realm. Melberths fall in g[$y ti.R, Cirl 
off the ^mall irickle ol supplies .tort reinfarcements, and the 
wqrjr y soldiers .ii Blister knew ihn end was near. 

Around 3^ n.R, talmosr i r goo years ago), kobokl ssppoi's 
completed a gigantic lunnding project begun hundreds ol 
years earlier, entering Glisler through its lowest underground 
levels while assaulling ihe c.ny I rum ihi: outside. Ihe liny nun 
humans, the only group that had nor abandoned nil hope ol 
conquering ihe toriress-city, poured Inio Blister by the Ihou- 
snnds and overwhelmed the garrison, Ihe destruction and 
loolipg ol 1 he cry wont on lo- months. Word of iheir triumph 
Sent ores and gohlinoids on a delirious rampage, flooding rho 
suu Inu 11 regions uf Nethciil for ,s briei iztiriud Ucforet the 
spreading was res ol Anaurach forced l hem back. Their 
de^rendanis now live across, the Gnhlln Marches and 
Siynylinds. telling aiic.ieni I,lies around dieir camp fires ol how 
1 hoy drove an empire of wizards into ils grave. 

What the kobolds did nol destroy, ihe elements did. Ai 
present, Diisler is a huge network of ancient, monster-filled 
caverns and weal her ed mountain top ruins ilia I you c.Liri 
develop as desired. The k oh olds' di-isc.enrlanFs remain Iwtih 
(ii range lilies}, anti a lew strange magic etfecls an it Hems trom 

Me 1 herese 1 i mes have su rvtved. I his u mlcrgrou nd ne rworh has 
no connccl lo ns to iho vnsi Undurdark. 

Fhc thruc-slory tiflministmtivo building from v/hieh Blister's 
pu\ f&f iidwuii, was u pc ruled is j pjilially induct sliell Tfi: 
wooden second floor collapsed all or ihe building was set 

atlarne, leaving a huge empty h HI (aliniii gg tent highl over a 
rubble-fillod lirsl floor, Ihe third Moor, buiiresssd l>y magic, 
held lirm, bill ihe wooden root burned away and even ihr. 
charcoal from ii isgom:, leaving the top door with solid walls 
and no windows or doors, open to the sky. No stairs exist in 
the building as leleportctiion was used instead. The Hour lu 
floor ndeponation magk is entirely gone now. 


Dur^pon £3 
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wall disappears, After \ more round, the porta !becomes com- 
pleEelv cun nee led to another acTive portal in the system (at ihe 
Nexus Room). The two portals now Sink, in every way, tho 
space on either side of them. Sounds and scenes outside one 
portal car be heard and viewed through the other. Objects and 
creatures tossed or passing through one portal come ouJ I lie 
other. Instead of an instantaneous transfer of material through 
the Astra] plane, the two portals actually join their respective 
spaces in some manner. 

Left uninterrupted, this connection lasts for only iod6 min¬ 
utes. Two minutes before the portal connection ends, the stone 

archways of both portals grow noticeably darker, almost black, 
in color. A low, clear musical note, as if from a tuning fork, can 
also be heard. This effect las is for i minute, during which time 
passage ihr ough the portals can still hn marie. Fn the Fast minute 
of activation, the connection between the two portals becomes 
unsure. An ilFummated mist tills the space within the archway, 
and all scenes and noises from one side cannot be seen or 
heard from the other. Objects and persons taught in or pass¬ 
ing through the archways are either Hung back and prevented 
from crossing Ihrough rhe portal ij o%) or shoved on through 
ihe porta} with considerable energy (30%). A Reflex saving 
Throw (DC 12) is required to prevent id4 points of damage if 

thrown After this final round, the portal link teases function¬ 
ing, and the stone archways return to their normal appear¬ 
ance. The operation of the portal is unaffected by spells such 
as hold portal as no actual, physical door rs present. 

To dose rhe porta/qillckly. The user merely places one hand 
on an archway and speaks another command phrase ('’Close 
the veil of the universe for me! 1 '). The connection immediately 
becomes unsure, as above, with objects and persons caught in 


the mist-filled archways either flung back and prevented From 
crossing through the portal or shoved on through. After 1 
round, the portal link ceases functioning. 

If the PCs slay the ores prestnl and never figure out what 
the pentagonal door way Is, other ores will rake care of the 
problem for nhem. A relief squad of eleven ores and two 
waives (they carry no poison hut are otherwise identical to the 
ores in rhe ruins) opens The porta! and comes through one day 
after the PCs arrive. They arc unaware of any fighting, and 
simply mean to send the other ores home. 

A freshwater welt is buried again si The west wall. If uncov¬ 
ered as The rest of rhe room is excavated, it looks like a rec¬ 
tangular stone coffin, 10 feet long, 5 feet wide, and 3 feet high. 
If the 6-inch-rhick stone lid (weighing about 480 pounds) is 
lifted away From the top, the stone wall is seen to be r foot 
thick. The water level is go feet down, a huge poFable aquifer 
that could supply drinking water lo a whole Town. No buckets 
or other means of r etrieving water are present. 

Ini ffeyj ftooM In 

Read or paraphrase rhs following boxed text when the PCs peer 
or pass through the portal below rhe Stone lands Ruins: 

Peering thro.ugh l he a 1 j unge pentagonal doorway, you see a 
large chamber beyond That appears to be open to the sky. A 
wail stretches away to your immediate right, beyond ihe 
doorway, and another wall stands opposite you about 60 70 
feet away. Along both waJFs, you can see other pentagonal 
archways just like this one, four per wall. The room's flour is 
filthy with assorted debris aid old stains. 
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The Nexus Room is a 2,ooo-y ear-old storse-morrared room, 

/o feel by /& Tees ll is surrounded by a Slone wall whose lop, 
crumbling v/iTh age, is abouT n-iO feeT high. The weil-bullF room 
is actuary on the third floor of a ruined bur still standing build¬ 
ing, though no stairways or windows are present. (This was a 
building from NetheriE, and a teleporter was used to get from 
floor to floor. Lighting was provided by magic, but that's all 
gone now.) The room had a large, ornate wooden roof above 

it. but it burned and decayed over i.Ooo years ago, and noth¬ 
ing is left of ir biiT marks in rim stonework where the rafters 
and support beams were placed. 

Over centuries of being open to the desert sir above, the 
room collected a lot of dust, bronchos, bones from griffons 
building nests, and some fallen stonework from the walls. 
Reccnlly, Cull of Ihc Dragon members and Thutidei Peaks urcs 
have tried to dean the place up r but it still looks messy. Some 
debris has been shoved against the walls, except for assorted 
piles of dirt and branches around the center of the room. 
Much of the debris was disposed of by ores, who hurled it out 
through Portal g. 

Along each wall of this room, spaced about 6-7 feet apart 
or so. are four pentagonal arches that project oul from the 
wall. Each porta/has 3 numeral painted beside it, in white paint, 

starting from the portal the PCs are using (Portal i) and mov¬ 
ing clockwise around the room to the portal to their right 
(Portal 16). The paint 3ccms to be 0 recent addition, 

Portals of rhe Nexus Room 

Of the original sixteen pentagonal portals In Blister's Nexus 
Room, only eight can now be activated by touch and voice 
command. (In later adventures, other portals can become 
active as the old magic stirs to life again-in other words, when 
you are ready for them to be opened.) However, the portals 
operate in an unpredictable fashion. The magic used to create 

them was laid down in a haphazard fashion, and rime has 
eroded the portal system's reliability. The deteriorated state of 
the Nevus Room's magic is not obvious to an onlooker, beyond 

The fact Thai eight portals cannot be activated. 

Once activated, the pentagonal archway of an operating 
ports! behaves exactly as Ihc portal that led the PCs here 
(Puital 1), This includes I lie dura I sun uf (he portal's activation 
(mdfi minutes), and signals to indicate the porta !will soon dose 
(2 minutes before the connection terminates). 

Each of the eight working portals is linked to a specific sep¬ 
arate port#! somewhere else in FaerUn, Originally, rhe magic 
powering and directing all of the portals here could be modi¬ 
fied by Nether ese wizards to connect to a variety of other 
portals in the complete system, About seventy pentagonal 
archways were part of this system, most of Them scattered in 
various locations to the south. The Nexus Room’s operating 
wizards merely cast a few spells to cause a porta! there to 
select a new connecting portal, and the new connection would 
be effectively permanent, no matter how many limes it was 

activated, until another connecting ports! was selected, These 
portals ware primarily For The use of rhe military, scouting 
enemies, and supplying forces in the field. However, they were 
also used by wizards to aid their exploration of the rest of 
FaorQn, connecting to laboratories and research facilities they 
built across The world. 

As the ores and gublirioids around Blister began attacking 
wizards and troops away from the citadel, tn any of' the stone 


archways were deactivated to prevent the nonhumans from 

gaining use of lliern. (The sysiein fur aulivalifig a porta! was, 
after all, quiTe simple, and anyone could copy ir after seeing it 
only a few rimes.) Some archways were discovered by non- 
humans and fitted with traps to slay those who used them, or 
were destroyed by force or magic. Before the fall of Nerheril, 
nearly the entire remaining portal network at Blister was deac¬ 
tivated, as the surviving wizards in charge believed (rightly) 

that rhe soldiers there were on rhe verge of deserting en 
masse through the porta! system. 

Before they were finally deactivated, most of the Nexus 

Room's sixteen portals led to surviving archways in various 
locations south of Blister, in rhe lands now known as Cormyr 
and ■Setnbia, These aided military strikes at nonhuman armies, 
bul I hey were discontinued before lung as I lie nuuhumaiis 
found the archways and sabotaged them. A few portals were 
connected to archways placed by wizards for whatever pur¬ 
poses, but these were deactivated early on to prevent nonhu¬ 
mans from using them. As a result, the operating portals 
appear to lead to a random assortment of places around 
faerAn, with no apparent rhyme or reason to their location 
except fur the obvious clustering of some portals within a cou¬ 
ple hundred miles to the south. Even the reason for this clus¬ 
tering will not be immediately clear to the user without a great 
deal of research into Netherese history, particularly about the 
empire's decline and fall. (The great library at Candlckecp 
might be useful here in bng-runnipg campaigns. Survivor 
slales uf Nclhcr tl kepr a lew records uf Blister's predicament, 
and some of These documents were brought here by adven¬ 
turers or researchers.) 

How The Portal Network Was Activated 

Portal 5 is the source of all the chaos and trouble into which 
the PCs are heading. (See the description of this porta! later, 

under "'Operating Portals of the Nexus RoomH Once used by 
Netheril's military for attacks and spy missions against nnnhu- 
mans, the buried chamber holding Portal S lay forgotten for 
centuries until the city of Saerloon, in Sembia, was built right 
above it. A merchant discovered the stone built room while 
dicing below the foundation of his shop, and he had I he cham¬ 
ber completely excavated arid converted in to a wine cellar. 
The business has since passed into the hands of rogues 
belonging to the Cult of the Dragon, who maintain the shop as 
a front for their activities. 

Recently, one of the cult members discovered the pentag¬ 
onal archway on one wall of the old cellar wae magical. Careful 
examination of the chamber revealed That one of the old floor 
stones was made to be pried up. and below it were polished 
metal plates on which were engraved instructions on reacti¬ 
vating the portal system. The plates were placed there by a 
Netherese wizard who mconi For the chamber to be reacti¬ 
vated by someone else from Nerheril, assuming the war against 
ihe phaerirnm would eventually be won. With the help of an 
allied sage, the cull was able io i rarisla i e the i rial rue i Eons, arid 
an armed force reactivated The portal sysiem and passed 
through it 

The cult members came at once to the Nexus Room in 
Blaster and found il had been used as a griffon nest for many 
years. Fortunately, no griffons were present. Once they 
shoved aside the debris, the cubists began exploring the pos¬ 
sibilities of The other portals. They numbered the portals from 
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above, bur They were nor sure of their 

location, (At this point, a distant 
Cormyrian scoul spotted them and for- 
warded !ha r eport of ''bandits' 1 in the 
area, which got the PCs involved.) Portal 
? was left dosed after a nocturnal foray 
by several ores ended whan they meT a 
basilisk there; only one ore survived to 
tell the rale. Portals 3 and 5 were found 
to be interesting bun useless, iheir luca* 
tlons on FaerQn unknown to The ores. 
(Host of the rubble from Portal 1 and the 

burnt griffons' nests was thrown 
through Portal 5 to be rid of itJ Portal 6 
was loft closed bul carefully guarded, as 

the ores knew from their (late) prisoner 
ihitE is led [g more euflisFs in Sserioon, 
whom They expected would open the 
portat aga in. before loqg. 

Then the ores opened Portal j. 
Within minutes, a band of eight ores 
encountered several late-night revelers 
from one of The excdlenl dining estab¬ 
lishments In Monksblade and killed Them. 
The ores did not outlive their victims by 
even an hour. Opening the portal 

attracted the attention of a local spirts 
known as the Looking Lady, Unknown to 
everyone in the present day, tile Looking 
Lady was originally a wizard from 
WetheriE, struck by a poisoned arrow 
during a goblin attack on her expedition. 
Mute and unable to cast spells from the 
poison's effects, she Fled the battle to 
find the nearby portal through which her 
expedition had emeiged, but she died 
before she could Touch ihe archway. For 
2,000 years, the Lacking Lady has 
silently prowled the general vicinity of 
her death, searching for some device or 
clue to make the portal operate, which it 
will nor do given iter undead state. She 
has waiched ihe nonhumans be driven 
our by human settlers as Cnrmyr slowly 
rose. The pentagonal archway forming 
her portal (noted as magical but deemed 
harmless) was made part of the rear wall of a temple to Tyche 
during the period when Monksblade became 0 center for reli¬ 
gious worship, A variety of legends, all false, arose about the 
spirit, and her presence was accepted and even capitalized nn 
as an attraction for visitors to see The Looking Lady had not 
attacked anyone far centuries, as everyone wisely left her 

alone to wander about, 

When the Thunder Peeks ores opened the portal to 
Monksblade, the Looking Lady was instantly made aware or Ihe 
portals upeiuliun. She hurried hack to pass ihrough The por¬ 
tal but the ores attacked and delayed her. After killing them, 
she got to the archway but found the portal had dosed. Insane 
with rage, the Looking Lady became a terror to Monksblade, 
attacking anyone who went about at night. Five people, exclud¬ 
ing the ores, have now boon killed by her. 
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one to sixteen using paint on the walls next to each, so they 
could keep track of what each portal Aid, 

Their first choice was to open Portal 4, which had disas¬ 
trous consequences. Though startled lo see ihe porta/opening 
on iheir side, the Thunder Peaks ores who were resting on The 
QTher side immediately attacked. In the brief, brutal fight that 

followed, the ores overwhelmed the cultists, h junior member 

ot the cult bogged for his life by offering the ores the secret 
of operating the portal system, but the ores killed him and the 
other cultists after getting the information. (The metal plates 
were kept in Saerloon by other cultists,) 

ITie ores elected to work on the portals during the night, 
when they were at their peak and humans were not. The arcs 
opened Portal 1 and found it led to a rubbla-filfed chamber. 
They swiftly cleared part of it out and explored the ruins 
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After the Eoss of the eight ores through Portal 7, witnessed 
by the ores remaining in the Nexus Room, the ores elected to 
open only Portals 1, 3. and 4. avoiding all others, (Unknown lu 
them and the cubists, Portals A and 10-ifi were not functioning 

anyway at this time.) Still uncertain as to the real location of 
the Nexus Room, the ores nevertheless discovered that Portal 
1 wont to the Stondands after discovering some gohlin-madc 
items of a style the ores recognized, A sizeable parrot of ones, 
wilh supplies, was left in ihe uridergruund chamber oulside 
Portal 1, and a second force began exploring outside Portal 3, 
also hunting for game. Additional thunder Peaks ores, mean¬ 
while, had gathered outside Portal 4, assembled by messengers 

from the initial group. The ores’ leaders are currently arguing 
over the best way to use the porta! system to continue their 
war against Cormyr and the annoying Cult of the Dragon. 

Just prior to the arrival of the PCs at the Stonelands ruins. 

the expected counterattack nf the remaining cubists from 
Portal h rook place. Fighting was intense as heavily armed 
human warriors forced their way into the Nexus Room and 
foyght hand to hand against the equally well armed ores there. 
The cultists were 50cm overwhelmed once more despite their 
use of poison and spells. A Tew sur viving ;_.ullisls Tied through 
Portsl 3, bur They are now dead. Ores killed In rhe arrack were 
taken through Portal 4 to be buried by their sizable mbe. Six 
ores were left in the Nexus Room to guard it, and more were 
left at Porta! 1. The portal network went unused for a day, until 

The PC arrived at Portal j. 

A few minutes before the PCs open Portal 1 10 the Nexus 
Room, a Two-headed griffon came out of the sky. remember¬ 
ing the place of its birth, and was pleased to find tasty ores 

here for it to rend and eat. The griffon rs gone now with its 
meal, but it will return only 484 minutes after the first PC 
steps out into the Nexus Room. 

Creature (EL 5); A two-headed griffon returns to the Nexus 
Room, flying in over lire walk The griffon shrieks once before 
ir appears, so PCs r.an geT a Listen check (DC 10) to detect it 
before it comes into sight. 

This creature is identical to a normal griffon except that it 

gets an extra bite attack {18 melee, 2841-4 points of dampge) 
and has a +8 racial bonus to Spot checks in daylighi (instead 
of The normal +4 bonus). 

# Two-Headed Griffon (i): hp 63: Monster Manual 113. 
Tactics: The griffon is not hungry, hut iT is Territorial. It has 
instinctively decided That this is <1 prime location to re-estab- 
iish a nest, and rt has determined to drive any intruders away. 
The griffon fights until reduced to eo% of its hit points or less, 
at which point it decides its nest can be built elsewhere. 

Using the Portef Network Now 

The portals in the Nexus Room will operate properly as above 
for the first 384 times they are used each day. More than one 
portal can be activated at the same rime. 

After The above limit, the system's performance worsens, 
bui this will not be immediately obvious to The users. The ays- 
tern now needs to rest after each use for 184 hours, or else it 
will operate In a chaotic manner. If rhe system in operated 

without such rest, each Nexus Room portal opened now has a 
50% c han ce of appearing to connect to i rs regu larly assigned 
portal, but it will acluclly send anyone passing through it to 0 
third portal, selected at random from the present choices 
available. As soon as one person ur ob^eci has completely 


passed through the portal to the randomly chosen portal that 

porta! link shuts down and cannot be reopened for idn hours. 
Anyone or anyihing tfttj in ihe pentagonal archway wlli be 
Thrown back The way he, she. or it came from, wiTh Reflex sav¬ 
ing throws needed fo avoid id4 points of damage from falling. 

Tht him* 

The fol lowing is a list of where each of the eight operating por 
fals connects and the current environment around that portal 
including local Inhabitants. Adjust the descriplions given to the 
players based nn rhe time nf day, which will be approximately 

The same at each of the eight portal exits. Weather at the var¬ 
ious locations can also be added, with conditions at Portals l 
(S tone Ian da), e (Anauroch), 3 (High Forest), and 6 (Saorloon) 
probably being quirt different from those at Portals. 4, 3, 7, 
and 9. which lie in the southern half of Cormyr itself. 

Ponaf t (Stoneland Ruins) 

This portal leads back to the excavated underground chamber 
in the Stonelands ruins. If the PCs left guards here, the cham¬ 
ber and ruins will be just aa they left them. 

If ihe PCs did not leave guards and have been gone to ihe 
Nexus Room or elsewhere for longer than 2 hours, rhe upper 
part of the ruins, are now being explored by a Zhent explorer 
and his nonhuman followers. The 2 hent r Lord Gargdol, is a 
minor noble from Zbentil Keep who actually enjoys the 
Stonelands and prefers ogres to The humans he worked with 

at home. Ogres like him as well. This motley group came here 
lu spy on 1 lie sc 1 tv i lies. ai Ihe Black Cralev of Tilverton, Irving 
to figure our what's going on There, but rhe thought of way¬ 
laying merchants on the roads proved more appealing 

One ogre spotted the ruins, and Lord Gargdol led his group 
to the she. They have already found evidence of the ores' and 
PCs" presence here {assuming that such was left out by the 
PCs) and now are on guard against anything exiting the tunnel 
from the underground chamber. One ogre lies on the ground 
by the portal, Iistftning for anything that might come nut. IF 

alerted, the ogres quickly surround the exit tunnel, raise their 
clubs, and get ready to strike. Lord Gargdol is happy to let the 
ogrea hove their fun, but he has prepared his own attacks, 
Creatures (EL 3): Lord Gargdoi's mission is to palrol ihe 
Stonelands. spy on traffic along the Moonsea Ride, and cause 
havoc whenever possible to The Cormyrlans. He's also good at 
gaining ogre followers and might yet lead large groups of them 
against Purple Dragon patrols in this area. 

^ Lord Gargdol, Mole Human Ftry: OR j] Medium-size 
humanoid (8 ft. 4 in. tall); HD 7810+211 hp 71: Inir +5 (+3 Dcx, 
+4 Improved Initiative); Spd 20 ftn AG £5 (+9, armor. +5 shield, 
+1 Dex); Atk +12/47 melee {idA+/ plus idG elect rich y/crir *3, 
+? shock banfeaxe); or +A/+3 ranged tidA/crit X3, longbow); 
AL CL; SV Fort +d, Ref +3, Will +4; Str 1S. Dex 12. Con 37, Inf 
is, Wis 14, Cha 15. 

Skills: Climb +6, Handle Animal +3, Intuit Direction +3, 

Jump +6 d Listen +4, Ride +z. Scorch +4, Sp-eak Language 
(Giant). Spol +4. Wilderness Lor e +4. fbpt$ Alertness. Cleave, 
Endurance, Improved Initiative. Leadership, Power Attack, 
Weapon Focus (battleaxe). Weapon Specialization (hatttaaxe). 

Possessions: -t-2 banded mail, * 1 wooden shield of arrow 
deflection, 11 shock battle axe? ring of sustenance, brooch of 
shielding {81 hp remaining), goggles of night, longbow with 46 
arrows. 
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The ogres are named Rcrfface, Deadbiter, and Three Eyes 
(who has an eyelike birthmark on his forehead,, not another 
eye). They are as loyal to Lord Gargdol as ogres can possibly 
be to a human, because he gives them magic items and speaks 
their language perfectly. 

^ Ogres (3): lip 30 each; Munster Manual 144, Note that 
since Three Eyes carries a ngrearduh, his melee attack bonus 
is -rf) melee (instead of +8), and the damage he deals is idio+S 
(instead of 2^47), 

Possessions: Redface carries an ever smoking batik Lord 
Gargdol gave Deed biter a Horn of fog, and Three Eyes a *t 
grestdub, Redface and De&dbitei use their' ilerns constantly lo 
play jokes on each other, Three Eyes |usr Sikes to smash things. 

Poml ? (Ana u roc h) 

there is no map for this hearten. The portat exits onto the top 
of the ruins of a Ncfhercsc floating city Opus, now an isolated 
hill on, the eastern border of Anauroch, Read The following to 
the players; 

Beyond the portal is a desert. A hot, dry wind [a cool, dry 
wind at night] blows through the portal, carrying bits of dust 
and sand with it. The view outside reveals the rocky, debria- 
strewn top of a hill! overlooking a barren, sandy wasteland, 

Dunes are visible in the distance, as are low rocky outcrops. 
To 1 he Is ft. you see mountains. Nearer, The hilhop is covered 
In numerous seraggly, brown plants and dirty, odd-shaped 
stones, some of them flat and geometrically regular (squares, 
rectangles, and so on). 


Any PC who has seen the outer reaches of Anauroch 
quickly gets the idea this might bo a place in that desert, and 
it ia. The hill is about 1,100 feet across at its base and 320 feel 
high, an anomaly rising from a vasi. flat stretch of parched 
deserr. A Bedlne town, Tel Bariir, lies sixty miles nnrth-north- 
wssf of the hill. The high, barren peaks of the Desertsuioufh 

Mountains are clearly visible on the northern end eastern 
horizons, seeming quite close although the foothills actually 
start fifteen miles away. The pentagonal archway here faces 
southeast. A huge canyon lies three miles west: to the south. 
I he desert stretches for over thirty miles. 

This portal originally led to a military supply center near 
the top center of the floating Netherese city of Opus, which 
was destroyed in around 333 D.R. during the {literal} fall of the 
empire, As the floating city of Opus struck the ground, killing 
everyone on it, the porta !survived the terrific shuck bul was 
knocked flat. The floating city, originally an upside-down cone 
cur from a mountainrop and floated hy magir, instantly became 
a round hi! In later years, various intelligent monsters and 
adventurers visited the tumbled ruins here, most not compre¬ 
hending what the hill actually was. The intact portal lying face¬ 
up, was used to hold water as a makeshift pool for some 
centuries, but was eventually recognized as magical and raised 
to its proper position. No one could make the portal operate, 
however, and it has been ignored for many years. 

An exploration of the hill itself reveals the remains of 
numerous encampments dating back many hundreds of years; 
some campsites arc obviously recent, Some were made by 
traveling Bedine, but most arc from Zhenf, Hillsfai, Corrnyrrari, 
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Symbian, or Dalfilands ex p*di lions. A few were made by 
adventurers from even farther afield Little of value is here 
aside from minor lost items (corns* Tools* small weapons* and 
so forth). Also present ore many geometric stones, which were 
once the tiles, bricks, blocks, columns, and other components 
of the buildings on Opus, as well as a number of well-carved 
statues depleting fearful Bedlne tribesmen and surprlsed- 
looking wayfarers. Two of the statues are Thunder Peaks ores, 
one surprised and one angry, staring in the same direction at 
somerhipg on the slope that is not there now. 

Creature (EL 5)1 A desert basilisk has made its home on the 
bill. It comes out only at night* feeding on the scorpions, 

in seel 5* snakes, and 01 her wildlife. Hunting 01 night* especially 
when the mnon is nor full, allows it to lift in wait for prey and 
catch it without turning the prey to stone with its magical gaze 
Badine now avoid the hill for this reason. During the day, 
assume the PCs have a cumulative so% chance per hour of 
running across the drowsy basilisk and awakening it- At night, 
line encounter happens within idio minutes of the PCs stepping 
rhrough the ports!. 

^ Basilisk (1): hp j\q\ Monster Maptjal 23, 

Tactics: I he basilisk is territorial and fights to the death, it 
is smart enough to realize when if is overmatched and doesn't 

hesitate to use its gaze attack, it will try* however* to spare at 
least one PC from its gaze* so as to save itself a meal. 
Development: If lhe basilisk is dealt 
with, local scorpions remain a problem, 
particularly late in the day as the scorpi¬ 
ons (of every size) use the stone"backed 
archway as shelter From the afternoon 
heat. In time, 0 solitary lamia might also 
wander Sri I u I lie area lo investigate I he hill 
and Its possible secrets. 

Portal 3 (High Forest) 

This portal leads to the overgrown 
remains of a wizard’s ancient home* 

deep in The High Forest. This area was 
originally in rhe elven kingdom of 
Faerlann. The archway faces the south¬ 
east* in the direction the sun rises. Read 
the following aloud when the characters 
pass through this porta! 

The porial opens into 0 deep Purest 
over level ground, except for a• low 
mound about 25 Feet in front of the 
archway. Trees are closely spaced 
except in a clearing the extends 30 or 
so feet around the mound. Tumbled 
building stones, very worn and cov¬ 
ered with moss, can be seen around 

■ i ;* , . || * -11^ ^vJMnf. i - " 5 " I 

the overgrown Hearing. The woodland 
is idyllic and quiet. 

The mound is about feet across 
and covered with briars and shrubs. 

Anyone win? makes a successful 3 pui 
check (DC 20) discovers Thar droplets of 
dried blood are spattered everywhere 

across the ground and plants near the 


portal. Bloody handprints even mar the ports! itself. BootprinTs 
in the earth suggest some kind of intense struggle, with at least 
two people being dragged away from the portal rn the direction 
of the mound. (Perhaps they were dragging something heavy 
from the mound toward the portal, however,) Their boot prints 
dig into the black soil,, then end abruptly about so feel from the 
archway. These marks are all that are left of two Cult of the 
Dragon rogues who escaped from the ores bur were caught 
and slain by the resident monster here: a tendriculos, 

A pentagonal archway was placed here in the High Forest 
long qgo with tho permission of an clvon wizard, a noble sub 
ject of Eaerlann* who be Friended several Netherese wizards. 
When 1 he wizards were sent 10 Blister 10 support ihe military 
effort there, the portal by her Tower was linked to rhe Nexus 
Room* and she and the wizards stayed in touch. Unfortunately, 
the wizard was slain and her home destroyed when she Inves- 
rigated 0 nearby tomb containing a hideous monster, an abom¬ 
ination U3ed as a weapon ages ago during one of the elves' 
ancient Crown Wars, The Netherese at Blister quickly closed 

her ports! Intending to reopen it later (after things calmed 
down) tn investigate the monster Themselves. Neiheril fell at 
This point* however. 

The tendriculos has lived here since* consuming local 

wildlife* ruining the wizards’ abode, and growing ever larger. 
This abomination becomes dormant after feeding, allowing 
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hungry and careless larger animals (and The rare adventurer) 
to come within reach of its two gigantic tendrils. 

Creature {EL 8): The itjridricutas appears to be a low hill on 
which only small shrubs and briars grow. The air is strangely 
quiet in this part of the High Forest, as no birds will inhabit the 
area where the monster lives. As the monster was active in the 
last few hours, no other animals ere here, cither. A character 
accustomed to the outdoors (like a druid or ranger) notices the 
absence of sound here at once, Ollier s must make successful 
Spur checks (DC 35) To realize ihaT anything is amiss. 

^ Tend ricula.i (1): CR <T; Gargantuan PJant: HD 18*18+144; 
hp 225; Init -1 (Dex); Spd 20 ft.; AC id (-4 size, -1 Dex h +13 nat¬ 
ural); Atfc -1-15 melee (^db+ig, bite) and +10 melee (idSnS/ 
idSiS, two tendrils); Face to ft. by 50 ft.; Reach 25 ft.; SA 
improved grab, swallow whole, paralysis; $Q plant, regenera¬ 
tion io; SV Fort +ig, Ref +5. Will +5: Str 36. Dex g. Con 26, 
Int 3, Wls 8, Cha 3. 

The special attacks and qualities of the tendriculos can be 
found on page 175 of the Monster Manual 

*Ad Hoc XP: Due to the size of the tcndriculoa, award the 
PCs double normal experience if they defeat it. 

Tactics: Once the teodriculoa del eels prey wiihin range of 
its grasp, it snaps its tendrils our to sn^g Its meal. If The prey 
cannoF he caught an the firsT try, the rendrtculos heaves itself 
up for pursuit. The process of rearing itself loose from the 
ground takes 3 round because it is so firmly rooted, The entire 
hill thus bulges up and starts to move. The fendriculos is too 
large to fit through the pentagonal ports!, but one oT its 30- 
foot-Soog lendnls can easily be shoved Through. If the porta! 
shuts downs white the tendriculos has a tendril in the archway, 


the porta! will shove the tendril (and anything it holds) back 
inlu ihe High Forest. 

Portal 4 (Thunder Peaks) 

There is no map for this location. Once used by the NcThcrcso 
military to strike at enemies in the forested regions south of 
their empire, this porta !exits from a sheer wall carved iuiu Fhe 
western side of a mountain in the Thunder Peaks. The dense, 
eastern verge of the Hullank Forest surrounds the spot. Read 
the following when the characters go through: 

You look our into a thick, primeval forest. The air is warm 

and smells of earth, bark, decaying plants, and other rich 
woodland odors. Die ground slopes down away from you, as 
if you were looking down a large hill. 

A veritable army of ores, all staring at you among the 
rrees from their side of the portal, confronts you. One of rhe 
ores roars a one-word command, and a dozen ores suddenly 
rush toward you, weapons raised and screaming war cries. 
They appear to have been expecting you. 

These are Thunder Peaks ores. Fach ore has two crossed 
lightning bolts pasnted on his shield, with a glowipg red eye 
painted over the spot where the boirs join. Many of these ores 
were recently driven from Cormyr, and some took part in the 
lootipg and burning of Arabd before they withdrew months 
ago. These ores use a lot of armor and weaponry taken From 
I he bodies of dead Cormyrians. 

Creatures (EL n for the first wave of' twelve ores): Iwelve 
ores charge through the portal Unless they were warned ear- 


OR.C4 Of m munPEH PlAlte 

A small army of ores camps in 1 1 to 1 bunder Peaks (sec Porral 
4 for- del ails.) Characters who run afoul of ihese ill-tempered 
ores could find themselves in grave peril, indeed. 

Leading this army is an orcish halt-dragon named Cressyi 

dlackbones. Cressy! has red skin and carries with him an ashen 
stench, His yellow fangs nnd empty lei's eye socket add io his 
iearsomo presence, In bottle, he wields a n dirt flail arid wilh 
him at all times is his pet howler. Spike. 

CreasyI’s advisor fs a half-ore evnkor named ThaHock tins 
Klf'sentirgrv The wizard lost his weasel familiar in the siege of 
Arabs! and has been in 0 foul mood ever since. 

The remainder of Creasy I a legion constats of ore fighters 
and standard! ores, 03 well as several trained wolves. A txuty 
of 6th-level characters would be well advised 10 avoid a direa 
uon frontal km with the ore army. 

^ Cressyi Blarkhnnes. Mate Half-ore/Half-red dragon 
Ftr8: CR 10; Medium-size Dragon (8 fr, 10 in, Tali); HD Sdto+^8; 
hp 92; Init +0: Spd ao Ft. {base 30 fr.): AC 24 (+3 armor, -6 
natural); Atk +16/+11 melee (idS+ia/idS-na [x?], +r dire flail with 
Weapon Focus and Weapon Specialization feats); or -14/+9 
melee (idG, bile), +y/+4 me lee Hd4+6 [xzL 2 claws); or +g/+4 
ranged (sdG+fL (nasterwork throwing axe or lavelm): SA breath 
weapon i/day (go-foot-long cone of fire; DC 19: 6dio points of 
damage); SQ lire immunity, immune to sleep and paralysis, 
low-light vision, darkvtaion 60 ft,; At, CE; SV Fort +12, Ref -1-4 
(includes Lightning Reflexes feat). Will +4 (includes li on Will 
feat); Str 22, Dex u, Cori 22, ini 12. Wis n, Cha rj. 


Skills: Climb +14, Handle Animal i-G, Jump +r^; Lisien +3 
(in dudes Abr iriess leal), Ride +4, SpoT ^3 (includes Alertness 
feaT), Swim +10. Foots: Cleave, Fvnric Weapon Profrciency 
(dire Flail). Iron Will. Lightning Retlexes, Power Attack, Sunder, 
Weapon focus (dire flail), Weapon Specialization (dire flail). 
Possessions: h haff-plate, w dire flail master work throwing 
axe, 3 master work javelins, +z amulet of' ns furs! art nor, 

2 Spike (Howler); I ip 4/. Monster Manual >21. 

^ Tharlock The Eif scou rge, Mate Half-orr. Wi?(Evn)gr CR 5; 
Medium- size Humanoid (6 ft. 5 in. tali); HD 3d4+to; hp 23; [nit 
-1 (Dev); Spd 30 It.; AC 15 (+t Dex, bracers of armor) or 
2a (as above, wilh shield spell); Atk 1 2 melee or +3 ranged 
(idq/eril 19 to, masterwork dagger); SQ darkvision 6o ft.; AL 
CE: SV fort +3, Ref 1-2, Will 17 (includes Iron WfH feal); Str 10. 
Dex [3, Con 14, Int iC. Wis 13, Cha 9. 

Skills: Alchemy +R, Concentration +10 Knowledge i arcana) 
+8, Search -5, Sense Motive +b, Speilcratt +11, Fears: Brew 
Potion, Craft Wondrous Item, Fran Will, Scribe Scroll, 

Possessions: • .y bracers of armor, potion of bolt's strength, 
2 potions of invisibility, potion of fly, scroll of invisibility, 

spell book containing all prepared spells plus invisibility. 

Speds Prepared 15/5/4/3. save DC = 13 - spell level)- 0- 
rfetect magic riot nr! poison, flare (xa 3 , read magic; isl —cause 
fear expeditious retreat magic missih (xe), shield and - bait's 
strength, darkness, flaming sphere, protection from arrows; 
3rd fireball, fly , lightning boh. Car not cast Conjursfion spe II5, 
? Ore Ttrz (12): CR 2, hp 13 cadi; see "The Stondands 
Ruins, Ground leve<" for complete ararisrics and equipment. 

Ores (iRfi): CR V?; lip 5 each; Monster Manual 146. 
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Ij-er of an arrack, the ores believed-until the PCs sppsared- 
that six oF their number were guarding rhe Nexus Room. (They 
haven't looked there in a while,) These Thunder Peaks ores are 
ready and efiger for battle against any human foe. Their pre¬ 
vious victories over the Cult of the Dragon members have 
given them courage. 

f Orca (ia): hp 5 each' Monster Manual 14b, Note that 
these ores each wear breastplates (rather than scale mail), giv¬ 
ing 1 hem AC 15. They also carry longbows (ralhei ihan javelins). 

Possessions: Breastplate (taken from a slain Cormyrlan), 
greataxe. short sword, longbow with ia arrows. 

Development: Another two hundred ores inhabit This camp 

{gee the Sl Orcs of the IT under Peaks 1 " sidebar on the adjacent 
page For statistics). In a pile about 30 feel to one side of the 
portal are nineteen human and half-elven bodies* stripped of 
their black armor and gear. The black tattoo of The Cult of the 
Dragon can he seen on. the upper left arm of each one. This 
was the main, force of cultists that attacked here one day 
before the PCs reached the Stondands ruins. All were slain, 
although many ores also died i>n the attack, 

Portal 5 (Dragonmere) 

Fnere is no map for this location. This portal leads to the Top 
of a circular, 300-foot-diameter. horizontal wall of force that 
hovers 220 feet over the Lake of Dragons. At the moment Ihe 
PCs exit this portal, the platform {once used for research and 

spyipg) is deep inside a large passing cloud. Lighting conditions 
depend on ihe lime of day and illumination carried- 

Steppmg through the archway ynu rannn! see farther than 
3 dozen feet in front of you, A thick fog blows around you 
and blots out the rest of the world. You can tell that you arc 
s reading on rough ground made up of muddy soil and rock. 
The sound of the wind Fills your ears, and rht moderately 

cool breeze has Ihe lasts and smell of seawater -iiui sally, 
hui fresh. Bite ihe Sea of Fallen Stars. Wyvemwarer, or the 
Dragonmere. 

As you move about, you see piles of large branches scat¬ 
tered about,, some burned Into charcoal and others appear¬ 
ing to have been chopped apart wiih axes, The bones and 
skulls of var ious large animals are also present. You recog¬ 
nize old horse skulls and deer antlers among the debt Is 
Some of The hones err broken open 2nd scarred hy knives 
or daws. Everything has rhe took of having bean recently 
tossed here, like a debris pile by 0 construction area. 

The pentagonal archway here was deliberately made invis¬ 
ible by Netherese wizards to keep ils local ion a secret, rnakij^g 
it useful for spying to ihe souTh using flying m^gic or winged 
mounts. It can be touched and Felt, and the warning tone from 
it can be heard when it is about to cease Functioning. It is oth¬ 
erwise undetectable. The archway's exit faces north, the only 
direction through which it can be entered, (The other side of 

live archway is solid, as usual.) Hie archway is in The exact 
center of rhe c Ircular wall of force. 

Thanks to cloud cover and recent rainfall, the whole sur¬ 
face of the invisible platform is wet and slick, Abo, thanks to 
the Thunder Peaks ores who made this spot their dumping 
ground, much of the surface ia covered by a thin layer of mud. 
The main danger here lies in walking too near the edge andl 
failing off. if no dirt is present 10 show where tins edge lies, or 
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possibly slipping in the mud and sliding off' while running. A 
Spot check (DC ao) in the fog v^ill reveal the very ee(ge of the 
platform ahead of s walkirg character if mud covers if (fto 96 
chance). Walking on the surface is quite precarious due to the 

mud arid precipitation. requiring a successful Balance check 
(DC 12) from each PC who wants to keep her feet each round 
of combat or each minute of ''normal''rime. A PC who fails this 
check falls prone in the square she occupies. Failing I he check 

by more than five within 5 feet of the edge of the wall indi 
cates that the PC has slipped over the edge- She must then 
make a successful Reflex save (DC 12) or- plummc! zzu feel 10 
the water below (see the Dungeon Masters Guide, pages 112-113. 

for falling damage rules). 

Anyone who pokes or probes the ground notices that a 
very solid surface lies iust below the layer of dirt. Further 
examination reveals that, onee the dirt is wiped aside, the PCs 


appear to be standing on a gtganlic plate of glass hovering 
high over on ocean. This rriighl provoke great consternation 
among the adventurers and lead to them using a great deal of 
camion while moving around, though they cannot break the 
wait of force without somft spell or device that destroys or 
negates magic effects. 

I his location has no dangers other than falling off the edge, 
Vou might have 0 few winged terrors drop by in 0 few days, 
however, if they notice the floating mound of dirt. The south¬ 
ern coast of Coiuryr is eiglii miles from ihis spot M a number, 
the nearest city, lies abour twelve miles ro The northwest. 

Portal 6 (Saerioon) 

This ports !exits inside a wine cellar in the Sembian seaport of 
Saerioon. Road or paraphrase the following when the PCs 
travel through this porta!: 

On the order side of the portal is a coni, dark room, that 
smells of mildew—and, oddly, some kind of sweet, alcoholic 
beverage like wine. No source oF light is present. 

This porta !leads to a small, brick-wallcd cellar with a packed 
dirt floor. The ceiling is made from iiiick wood and appears to 
be part of 3 building's ground floor. Direnly in front of the 
porta! is a wooden wine rack with 26 bottles of Sembian vin¬ 
tage. In fact, the wax label on each bottle has a note, "Bottled 
in Saerioon,'’ along the bottom. The cellar has a stairway lead¬ 
ing up and three more wine racks that hold another 142 bottles 
of Scmbian wine, all bottled in Saerioon by various vin liters. 

Trap (EL 5): Pie porta! archway has been trapped by a spell 
that attacks anyone coming through it with electric shocks. The 
first living creature to come through the ports! takes 8db 
points of damage; the next one through fakes 6d6 points, the 
third one qdG, and the fourth ad6. Thereafter, the spell has 
ended, A successful Reflex saving throw (DC 14) halves the 
damage. This liap earinul he deluded in ihe usual manner, as 
It Is on the exit side of The portal: a detect magic spell cast 
before walking Through, however, reveals that the area within 
the archway on the far side has a peculiar shimmer to It (3 
moderate Transmutation aura), 

7* Electricity Trap: CR 5; first creature through trapped 
area takes Sdb points of electrical damage, second takes 6dG 
poirils of electrical damage. Third rakes 4d8 points of electrical 
damage., and fourth takes ?dd points of damage; Retiex save 
[DC 14) halves; only detect magic spell tan detect; Disable 
Device (DC 23). 

Croaturo (EL to): Also in the cellar, waiting quietly out of 
sight of the PCs, is a lookout. He is a member of the Cult of 
the Dragon, whoso SacrJuun ehapler has its headquarters in 
this small wine shop. The history of how rhe cubists here 
started the trouble with the porta! system is told in ''How the 
Points! Network Was Activated/ Bresnos, the cut fist, will be. 
warned of the party's approach the instant that the archway 
on bis side activates, 1 round before the porta !fully opens. He 
uses his dust of disappearance, then prepares to si E-ike ai any¬ 
one who survives the Trap and wanders InTO the cellar. 

This cubist rngue volunteered tn stay behind and guard the 
porta! in the wine shop, while die other cut lists organics a third 
attack force into the porta! system. Ho is willipg to die fighting 
rather than retreat, and he would prefer to fight in darkness 
than <n light. 
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f Bresnos Huantilar, Male Human Rogio; CR 10; Medium- 
size Humanoid (5. iTr. 3 in. tall); HD lodG-rso; hp 59; I nit + Q (1-4 
Dex, improved Initiative); Spd 30 fr.; AC 20 f+4 armor. +1 buck¬ 
ler, +t rmg of protection, +4 Dex); Atk 411/-5-I} melee (idh 4 ?/mT 

17-20. keen short sword with Weapon Focus fear), or 413/47 
ranged (idq+E plus poison/erit [9-20, ihrown dagger with 
Weapon Focus feat); SA sneak attack (+g.dS); SQ evasion, 
uncanny dwjgc, special ability (Feat); AL NC; SV Fort +.5, Ref +», 
Will 43; 5 tr 14, Dex iS. Con 14, Ini 12, Wfc ig, Clia it, 

Skills: Climb +in, Decipher Script +fi„ Disable Device 47. 
Escape Artist 45, Hide +io r Intimidate 4& r Jump -no, Listen +to, 
Knowle(%e [Cull of the Dragon] 44, Move Silently +10, Open 
Lock 15, Pick Pocket 4 5, Search 1 8, Spot ito, Swim 1 jo , Use 
Rope 44. Feats' Alertness, Blind-Fight (special ability). 
Improved Initiative, Quick Draw, Weapon Focus (dagger). 
Weapon Focus (short sword). 

Possessions: +9 feather armor, +1 keen shorts word 4 1 ring 
of protection, dust cf disappearance (a uses), masterworfc buck¬ 
ler, e daggers coated with large scorpion venom, 2 vials of 
large scorpion venom (DC 18; initial and secondary id6 Str). 

Development; The little shop presently is closed, its doors 
locked and windows shuttered, A sign on ibe From door- says 
the owner has gone on vacation but will return in a few weeks 

to make repairs and reopen. What's actually happened is that 
the survivors of the Cult of the Dragon here have gone for 
help and will return in about a month's time with reinforce¬ 
ments from other cult centers. The cult members took with 

I hern ihe rrieial plaics describing in del ail how I he porta! sys¬ 
tem works. However, a copy oF the text on the plates was 
buried in this wine cellar beneath the floor stone where the 
plates were originally found. 

A successful Search check (DC so) reveals the hiding place 
where the papers, wrapped in waxed cloth, are now kept. The 
papers tell how to close down the entire ports! network so that 

it cannot be used until a second procedure is followed to start 
up the portals again. Thus, the enlists could reactivate the 
porta! network at a later time even if the PCs close it down for 

now, A long struggle over the portals is almost certain. 
Portal 7 (East of Whdoon) 

Them is no mup tbs this location This porta! is sc I in a alone 
wall, nearly all that remains of a temple of Tyc he. The temple 
is on the outskirts of the village of MonJksblade, astride the 
Way of the Manticore about halfway between V/he to on and the 
Vast Swamp. Rend or paraphrase the following to the players 
when they paas through this ports!; 

You look out Into what appears to be ihe ruined foundation 
of an old stone building. Tall gross grows in ihe large rec¬ 
tangle formed by the stonework, which rises only a couple 
of feel above ihe ground and is- a loot thick. Ihe square 
foundation shows three gaps whore doors must once have 
stood, and ii runs about 40 feet along each side, The portal 
appears io Lie set in ihe middle of one foundalDqn wall. 
Stepping out of the portal, you see that you are on a hill¬ 
top m an overgrown field, with scattered trees and bushes 
around. The pentagonal archway seems to have been made 
pan of one wall of on old building, mortared into the sur¬ 
rounding stonework. Now. only the archway and some of (he 
wall around it remain standi ng. 


Gnce the ports/has dosed, anyone staying in the ruins and 
looking at the pentagonal archway notices that the stone wall 
in the back of ihe pentagon, which vanishes when ihe porter/is 
opened, was Inpg 4go painted with a large, red triangle, point 

down. A narrow, five^pointed star (also in red) springs from 
the triangle's center, its points touching the angles inside the 
archway. A lapgc, corroded halo of metal surrounds the arch, 
mounted on the remains of the stone wall Anyone who makes 
a successfu! Knowledge (religion) check (DC 23) I'ccognizes 
this as a symbol of the now-dead goddess Tyche (a silver coin 
with a red star on one side and a red triangle on the other). 

Some places in central Cormyr, particularly around the village 

of Monksblade, were well known for their temples to Tyche in 
ancient Cormyrtan times. 

The temple was built here around the archway, which was 

abandoned by the Netherese bur nor destroyed by enemy non- 

humans, who riirlnY know what to do with it. Tyeheans thought 
the pentagonal arch was a sign that they should build a small 
temple here, so they did- The temple was destroyed long ego 
by a group of evil wizards who rampaged through this region, 
stealing From various temples before they were slain. The ruins 
are still visiled by adverii ureas who toss copper coins into she 

grassy area blocked by the foundation in hopes of gaining good 
luck. A successful Spot check (DC 15) reveals many dozens of 
such coins over the ground, these can be collected without 
harm (iga cp total)? nearly all are Cormyrian in make, though 

some are centuries oid. 

If I he PCs appear he re in the daytime, they have nothing to 
fear rlghT away. The Way of the Manticore, a one-lane din 
road, is at the hnrtnm of the hill. Something smells had in the 

air, like a creature died hereabouts recently. On the way down 
the hill through the tall grass, PCs must roll Spot checks (DC 
13) to discover the decaying bodies of eight ores, all bearing 
shield designs common to ores of the Thunder Peaks. The bod¬ 
ies fell in a line leading fr om ihe road lu par i way up ihe stupe 
to the temple ruins. The ores nearest the top of the hill seem 
to have been running when they died. The bloated bodies. 
Though exposed to outdoor air and insects for several days by 
this time, have no signs of violence on them. A few of the bod¬ 
ies appear to have been examined earlier by other people., 
probably merchants and wayfarers coming up from the road, 
then left alone. 

Fxcopt for disiam farms, no one lives around here. The 
nearest settlement, Monksblade, lies two miles west and is a 
quiet Cormyrian spot with superb food and sleeping accom¬ 
modations, Recently, a popular if spooky local “attraction' 1 has 
been acting oddly, and no one will come ont at night anymore 
for any reason. Locals call ihe problem ihe 'looking Lady"-1 lie 
ghost of a skull-faced woman That was once relatively harm¬ 
less but is now attacking everyone. 

IF the PCs open the porta !here after sunset, to either arrive 
or depart, they quickly find out what the problem is. Only 2d4 
minutes after The porta! opens, the Looking Lady arrives. She 
wauls lo gel Ihrough ihe open porta !as fast as possible so she 
can get back to her home on Opus using the Nexus Room (see 
description of Forte! V If confronted, she attacks in a violent. 

hysterics! manner, trying to slay everyone near her. 

As noted earlier, the Looking Lady cannot operate the por¬ 
tals in her present condition. She soundlessly commands 
bystanders to do this for her, withoui tdlipg anyone the for¬ 
mula for doing su. If she is itui obeyed within zd4 rounds, she 
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Tiie Looking Lady, female Human 
Ghost SorG; CR 8; Medium-size Undead 
(Incorporeal); HD 6dis; hp 45; Init 13 
(Dex); Spd 30 ft., fly 30 ft. (perfect; AC 
17 (+4 deflection, +3 Dex); Atk +6 mdee 
(itty, corrupting touch): SA corrupting 
touch, horrific appearance manifesta¬ 
tion, spells; SU incorporeal, rejuvena¬ 
tion, *4 turn resistance, undead; AL NE; 
SV Fort -i-z, Ref +5, Will 15; Sir n, Dcx 
17, Con In 1 16, Wis u d Cha 16* 

Skiffs; Concent ration +10, Knowledge 
(Werherese +10 r Hide +fS, Lisien 

417, Search 4iS r Spellcrafi no, Spot 4tS; 
Feats: Alertness, Silent Spell, Spell 

Penetration, Slill Spell. 

Spells Known (6/7/6/41; base DC = 14 
+ spell level): u— dancing fights, detect 
magic, flare, ghost sound, mage hand, 
prestidigitation, read magic; 1st- chili 
touch, magic miss He, shield, silent image; 
and— fog cloud, spectral hand; 3rd —hold 
person. 

See page i\st in ihe Monster Manual 
for descriptions of ghost special abilities, 
and pfige ft in the Monster Mam mi for 

Information on incorporeal undead. 

Portal 9 (North of Arabel) 

There is no map for this location. This 
portal lies twenty-eight miles north of 
Arabs!, in a thicket of Trees due wesr of 
the nearby trade route, nestled in the 
foothills of the Storm horn Mountains. 
That is, the portal would let people exit 
at this spot if the entire archway were 
not encased in a thin blanket of lead, 
then buried in mortar and slone! The 
lead and stone were added to hlnck 
detect magic spells and keep the exis¬ 
tence of the portal 3 secret. The 
Netherese of Blister had nothing To do 

with the above changes, however. 

As Thfi portal opens, you are con¬ 
fronted with what looks like 3 dull gray 
wait, blocking your passage through, 
ihe wait seems to be metallic. 


attacks for- id4 rounds, ihen again h ies lo order- everyone to 
help her. this cycle repeats until elTher she is destroyed, her 
victims escape, or she is aided as she wishes, if she is allowed 
to go through the portal sysiem to Portal z (she knows which 

portal leads to her ofd heme), she flees through the archway 
onto the debris-strewn hill that is left of Opus in Anauroch and 
instantly vanishes. I ler spirii is laid to rest, never to return. 

Creature (EL 3): The looking Lady, who appears only at 
night, attacks anyone who delays her from reaching an open 
portaL -She does not speak or make any sound, and she does 
not understand any "'modem'’ language, though she tan make 
hand gestures to try ro communicate. 


The lead wall is lliiri and sofl enough that it can be cut away 
wlih a knife, but behind It Is a mortared wafl of stone (2 ft. 
thick, Rreak DC 40, hardness 6, hp i?n). If the PCs manage to 
break Through it, read or paraphrase the following boxed text: 


It becomes apparent, looking through the portal, that there 
Is an immediate drop-off as one passes through. The ground 
is aboui 7 feet down, a grassy spot in the middle of a rhiefcet 
of old trees. 

After reaching the ground and looking up again at the 
hole in the stone wall through which you passed, you see 
that the portal archway was moved at some time in the past 
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and remounted, rt is now buried in the middle ot a Farge 

stone-und-mortar monolith, 3 kind of marker shaped like 0 
giant rectangular tombstone or a section ot 3 town wall. The 
dark gray, timeworn monolith is iz feet high, g feet wide, .and 
6 Feet thick. If one steps back into the surrounding trees, a 

large, sculpted stone head and shoulders can he seen cap¬ 
ping the monument, adding another 6 feet to the monu¬ 
ment's height. The stone head has a wide grin on it. as iF it 
were viewing some unusually amusing scene, 

Aflur leaving die encircling frees, ihc PCs see I hat they are 

in a region of low hills and scarred trees, very much like the 
northern part of Cormyr {which is exactly where this is). The 
monument is the Laughing Head, a notorious landmark whose 
reputation Is widely known to locals of this area, and PCs who 

make a successful Knowledge (local) check (DC 15). 
Supposedly, when the light of the rising moon falls upon the 
head at a certain time of year (most people say in the winter), 
the head speaks a cryptic challenge. The puzzle.. combined with 

certain, words that appear on the front of the monument at 
that time, are clues to a hidden place or thing. The monument 
is known to be old, probably older than Cormyr itself. Further 
specifics are impossible to come by. Many up-and-coming 
heroes in Cormyr have seen ih« Laughing Head ai leasi once 
in their lives and tried to figure out its importance. 

This ports! was originally built here and made invisible by 
Netherese wizards planning to use it to ambush nonhumans in 
the area. Like many other portab, this one was shut down to 
prevent ft from being taken over, then forgotten after the fall 
of Netheril. The stone monument encasing (he portal archway 
was built by an Asram archtnage, Zaros, who happened by 
about three centuries later, in -33 n.fl. The arch mage was dying 
of a dreadful disease that was swiftly destroying his homeland, 
a survivor state of Nefheril. 

Having earlier found the archway and mode it visible ngoim 
Zaros knew enough of Ncthcrils magic to rework some of the 
spells on ihcj porta/ so lira I, Irt addition to wherever else h led 

(which was of no concern to him), It would also serve as a por¬ 
ta/ to his burial place. The archmage was a master astrologer 
and astronomer, and he used the Blister-linked ports! to cre¬ 
ate a more powerful port#/ that would load from Toril straight 

to its giant satellite, SelGne, when the light of the midwinter full 
moon fell upon she porta/. In a desolate canyon on Selune, ihe 
archmage built a mansEonlike mausoleum. This done, Zaros 
passed through the portal which he activated in the standard 

way on a moonlit midwinter night, then used magic to sheath 
rhe ports !on Toril In lead to prevent its quick discovery. Magic 
also finished mortaring the archway into the monument, whose 
resemblance to a tombstone was deliberate. Zaros went to his 
crypt on 3 durie, where he entombed himself wiih his posses¬ 
sions and died, his body preserved by his spells. 

Zaros left an inscription on the monument, written in the 
ancient tongue of Netheril, and designed it to appear only dur¬ 
ing the lighi of the full rnocm on or about Midwinter Night. A 
comprehend languages spell is sufficient to translate the writ¬ 
ing, The inscription gives hints to the operation of the portal 
and where it leads, but the dues are cryptic. To discover a 

secret place of rest ''beneath the light of the worldthe trav¬ 
eler must wait for a "'cold moon,'’ disrobe, then use one hand 
and a command ("Part ihe veil of the universe For me! 1 ’) to 
travel there. Zaros meant for the traveler to First wait for a full 


midwinter moon to shine down, which would activate the con¬ 
ditions necessary to make the ports! open on Selune instead of 
anywhere else. The traveler must then "'disrobe" (remove the 
stones and lead sheath from) the monument, dig out The por¬ 
tal place a hand on the archway, and speak the key phrase to 

activate the portal The place of rest (Zarns's crypt) ties beneath 
the light of the world (Toril, hanging directly overhead in 
SelQne’s sky). Ono can Imagine the antics adventurers have 
gone through over the years trying to make sense of The 
inscription and make it work. 

The laughing head and shudders, on lop uf die munurncnl 

were added by a still later Indivldual-unfonunarely a power¬ 
ful cleric of Meander the Darfcbringer, in zb d.r. (The Year of 
Opening Doors), the monument was already known to humans 
in the region, though no one suspected its true purpose. The 

cleric, Orgur Thok, was also known to the locals and the infant 
kingdom of Cormyr, created just that year and consisting only 
of Suzail and the land around it In the south. Orgur was sought 
hy the royal Ohfirskyr family on charges of murder and plot¬ 
ting against the crown. While hiding out, Orgur secretly stud¬ 
ied the monument and figured out how to get to the ports/ and 
operate it. He then decided to use Zaroe’s mansion tomb on 
Selune as his secret refuge, from which he could strike back 
ul a fulur u lirrie arid desrruy ihuse who soughl his dealb, Ori a 
whim, he added The large scuipTed head with its absurd grin to 
the monument and enchanted it so that if would magically 
speak and be understood by everyone within 90 feet of It, at 

the same time Zaros's inscription appeared. 

The head's cryptic challenge was designed to confuse any¬ 
one Irving to solve the original inscription, 10 prevent (he 
monument from being used fo reach Orgurs hideaway. A 
c.arefuE study of the monumeni using a dwarfs stonecunnlng 
Knowledge (architecture and engineering) (DC 20), or 
Profession (stone-mason) (DC 18) reveals the head was added 
as a separate feature some time after the monument was built. 

The head's cryptic challenge is often interpreted in the fol¬ 
low Ipg way: An aiicieni evil seeks l he den I ruci run of the 

"southern kingdom," and to stop ir, a hero must take The "king's 
heart, r ' then follow the rest of the instructions on the monu¬ 
ment. The idea here was to trick foolish heroes into killing or 
stealing from the king of Cormyr, perhaps even kidnapping 

family members who might be his “heart.” IF anyone brought 

such items to the monument and) actually figured out how to 
open The portal Orgur would be happy to take the offered 
items, kill whoever brought them to him, and use the items 

against Cormyr. 

Orgur opened the monument ports! and fled fo Selune 
before he could bo captured or slain by Cormyrian soldiers. 
Using a wish spell, he repaired I he damage to the monument 

and lead she-aih, so il was Jefi just as he had found it. However, 
Orgur did not count on two things. First, the heroes of Cormyr 
are generally so patriotic that they nearly always discount the 
Idea that their king should be attacked; they instead try to 
interpret the grinning heed's spoken words in extremely eso- 
Teric and symbolic ways. For example, the head might really 
have said the "king’s hart," the largest deer in the realm, or rt 
might just mean "courage." which a king (or adventurer) 

should have in abundance.. Many believe the "southern king¬ 
dom’ 1 is not Cormyr but some other place south of it, further 
confusing the issue. The Qbarskyr Family has long ceased wor¬ 
rying that eomeone wilt assassinate the king to take his heart, 
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bur ihe monument is checked now and then by wizards work¬ 
ing for the realm, What became of the evil cleric was never 
learned, thuugli divination spdis indicated Orgur died soon 
after he vanished. Orgur vanished from the pages of history 
as well. except in old Cormyrian tomes kept by the Oharskyr 
family, Candlekeep, and a- few other places. Of Zaros, no writ¬ 
ten record remains. 

Second, the lethal disease that killed Zeros was still active. 
It was magically crested by the goddess Talona ages ago and 
designed to slay an entire kingdom in a month's time. She 
meant for - the disease to vanish on Tnril after a certain point, 

so she tailored it to quickly become completely extinct; more- 
overt it cannot be spread on Toril if it is reintroduced by some 
means. Though the disease vanished on Toril, the spells Zaros 
used to preserve his body in death also kept the disease alive 
Inside him, particularly as he was no longer on Toril-a loop¬ 
hole in Talotia's creation of the disease, Orgur was In ihe 
process of movipg his assorted belongings into the mansion- 
tomb when he disturbed Zaros's body and infected himself. 
The progress of the disease was extremely rapid, Orgur soon 
realized what had happened and tried to flee bis new home, but 
he died attempting to open ihe great, heavy iron doors to the 
mansion-mausoleum. 

Development: Anyone, opening the two great doors of the 
mausoleum will find Orgur’s mummified remains on the floor, 
curled up. The cause of death is nor obvious, and neither is 

Orgur's identity. Among Orgur’s effects are books and papers 

about his worship of Meander and his actions in ancient times, 
as well as Ills plot to come iu oeiunc and use ZaiWh lurnb as 
his base. Nothing was written ahour his disease, although he 
speculates that Zaros was one of the last survivors of Asrarrc 


ASHA/A fLAGUt 

Disc: an k Infection. DC Enciibali&n Djnrujgt: 

Asram Plague All vectors" eo 2d4 days i Sir, i Con 

■'CcntLict, iqgestfid, inhaled I within 30 fee? of live sr dead infected 
person), and injury, However, mi?; applies &nly on Sefurie. On Torii, 
the disease cannot be spread bv any means, though a person who 
iidS Hie disease si ill Suffers ih full of fee I a. 

A Fortitude saving throw with a -4 penalty is required of 
any creature 1 ■ 1 ar risks infection by Asram Plague every 
heur it is exposed. An infected creature must make a new 
loriitude save every day to prevent damage, three suc¬ 
cessful checks in a row stop rhe disease, but recovery is 
impossible without magical healing. 

An infected character tiprices nothing during incubation 
except feeling a little more rirrrl and cold lhan usual Once 
the incubation perod ends, rh& character feels chills, lassi¬ 
tude, and weaknn&s in ihe limbs. Tfin.se symptoms grow 

worse over lime. Wo external symptoms appear until ten 

days after the incubate on period ends, when a strange 
amber fluid begins souping from ihe affeuled person's (tiqw 
yellow) eyes. This might bo recognized as symbolic: of 
Talona. However, approaching any of Talona s followers to 
ask lor 3 cure an unexpected effect. L 'Goiden rears" are 
the ugh r by lalcntes to be or- irreversible death mark, and 
even Talons'a clerics will flee if they soo this, offering no 
help at all and wishing only lo save themselves. 


Zaross papers and books offer extensive information on 

astrology and astronomy, invaluable to s^cs and some wiz¬ 
ards, You can decide whai specific magic hems and other per¬ 
sonal effects are In the mansion-tomb, as well as the tomb's 
actual layout (should ihe PCs fii>d their way here). 

Only one or two m^gic items are present, of an ancient 
make. However, the papers and books are all perfectly pre¬ 
served, if brittle, and would be worth thousands of gold pieces 
to a sage, wizard, historian, librarian, or collector, Candlekeep 
would pav out a minimum of 35,000 gp for the lot, although 
Transportation would prove quite a problem 

Asram Plague, as it is called hero, affects only humans and 
part-humans (half-elves, half-ores, and so on). Statistics, per 
the DUMGCCtf Master s Guide (pages yq 75), arc in the ''Asram 
Plague” sidebar below. 

Remember that the portal opens to Selune only 3 f it is acti¬ 
vated under the Midwinter full moon. Ar any other time, the 
portal opens back to the Nexus Room. As this advenlure takes 
place in midsummer, the PCs have a while to wait before this 
part of the adventure eontinuep--buf they have plenty of rime 
to bone up on the monument's legend before visiting it later. 

&»yttm<5 Down The forteL MtE/A 

Ihe portal system can be temporarily deactivated only from 
the Nexus tioom. The notes written by the Cult of the Dragon 
member in Saerloon show that to dose a portal, a wizard must 
cast read magic and say aloud the rune words written around 

the pentagonal archway. A metallic magic item must then be 
touched iu the arch. This causes ihe hern 10 immediately be 
stripped of its magic, and the portal cannot he activated again 
in the normal way. Only by speaking the rune words aloud 
once more, in reverse order, and touching another sacrificial 
mpgic item to the archway {which also loses its magic) allows 
the porta/ to be reactivated, Reading the runes around the 
pentagonal archway lakes 1 minute. A wizaid can crealc a 
spur-of-the-moment magic Item by casting a spell like tight on 
a metal coin, which will serve nicely. 

(onauDinc Ins Ameituiu 

Onec the PCs have gained control of the portals and abut them 
down to prevent further abuse, they should go hack to the 

army camp at the Black Crater and report to Captain D unman. 
Encounter. 1 ? along rhe way are at your discretion; goblin raiders 
are common this time of year. The captain will not send any 
assistance to the PCs in the form of soldiers, spellcasters, 
horses, and so forth. She will take their verbal reports, have 
them transcribed, and send those along to Lord Hawkfin. She 
will request a force of Purple Dragons curne Iu seize control 
of the porta/ network If the PCs have no interest In holding It. 

To the chagrin of the party, everyone's paperwork will be 
checked again once foe group r el urns to the camp. Any irreg¬ 
ularities will result in arrest, though if the party obviously did 
a good job, the caplain might be lenient and merely send the 
PCs home with a letter of complaint and a reprimand, with a 
penally fee assessed. Any papers ihe PCs bring back, such as 
those showing how rhe porta! system operates, will he copied 
and sent back to Suzail. 

Those members of the group returning to Suzail (assuming 
no one stays behind to “hold the fort") can go homo within a 
day of reaching the camp at the Black Crater, using the inter- 
mittent portal tliete. A page in the service of Luid Hawklin will 
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M(0UnM LEVEL (HAM 

Summarlz-cd below ore the ErLtounaef Lords (EL> for fill rhfi ftncffurtteru. 
in "The Door From Everywhere," Four 5 th-levei PCs staouJd gsmer 
enough XF from These encounters ro reac h 7ih teveL Although many of 
the encounters have an EL higher than 6, the PCs have The option ta rest 
snrl h*nl between encounters. 
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be present at the Court's ports! room to escort the PCs to 
rheir lord Lord Hswklin is glad to see them return, especially 
if they have much news* rales of adventure, proof of their 
travels, and 30 on. The PCs notice that Lord HawkJin has a 
fresh scar on one cheek, about which he says nothing except 
to sigh md change the subject, (The Steel Regenr accidentally 
gave it tn him in a fit of rage,) Payment for the adventure as 
quickly made, though the PCs are reminded once more of their 
oaths of loyally and secrecy, particularly about the portals. 

In Tin Lone Hun,.. 

Tlie best outcome, from rhe Cormyrian government's point of 
view, would be to have rhn PCs or someone else hold the 
StomeEands ruins and allow the War Wizards to explore the 
ports! system. The site, if not taken by the PCs, will be held by 
a significant force of Purple Dragons and War Wizards* who 
build defenses around it and look for ways to make good use 
of the ports! system lo aid Connyi 's recovery. In lime, mili¬ 
tary strikes using Portal 4 can be made agslnsr the ores in the 
Thunder Peaks; Portals t, 7, and 9 can be fortified and used for 
moving Troops rapidly across the realm. Portals a, 3, and 5 will 
largely be left alone except for adventuring missions spon¬ 
sored by the crown, Portal 6, opening us it docs into Sembie, 
will be used exclusively for spy missions. 

Even if 1 lie PCs wish to use ihe ruins as rheir future home, 
building their own farrification ilwe. rbn War Wizards insist on 
keeping partial control and ownership of the porta! network, as 
it is too risky to allow such rapid access to the heart of Cormyr 


from its, borders. Rebellious nobles* assassins, foreign spies* 
evil nonh unmans, and bandits would all love control of the por¬ 
tals for their own purposes. If word of the ports! system leaks 
Out, attacks qgainst the site are certain to occur. 

Once the PCs return to Suzail, they might bo sought out by 
unh-iiai worthy nobles, foreign spies, and other adventuring 
groups who make it their business to char with anyone seen tn 
have business with the crown. You can play out the conse¬ 
quences of such encounters, remgmb&ring that the crown 
hates oathbreakers* spies* and traitors. 

Perhaps the worst outcome of the adventure would be the 
return of I be Cull of the Dragon members lo I heir puns! in a 
month's time, from Saerloon* They will certainly do all they can 
tn strike back at the heroes and Cormyr itself, as well as the 
troublesome ores of the I blunder Peaks. The cultists assemble 
a powerful retaliatory force* perhaps complete with a dracol- 

ich or two, Eind try to reclaim the Nexus Room. 

The Other poutais 

You can expand this adventure hy activating more of the por¬ 
tals m the Nexus Room. You will need to determine each des¬ 
tination as we If as what might be waiting for PCs on the other 
side. Here arc some ideas based on adventure hooks presented 
in the Forgotten Realms Campaign Setting sourcebook; 

Portal S: The Haunted Halls uf Eveningstar (pagtt £95). The 
porta! Is rucked away In some craftily concealed comer of the. 
underground fortress, as yet undiscovered. 

Portal id: Citadel of the Raven (page ibo). If the Zhents 
inhabiting this outpost are aware of the porta!, they might have 
a chained hydra or some other creature waiting to devour 

unwanted interlopers. 

Porta! 11: Aencar 5 Manor (page tat). The porta! occupies a 
chamber beneath the haunted ruins that has tust recently been 
excavated and seized by the Cult of the Dragon, I he cultists 
recognize the importance of the ports! but haven't been able 
to activate it from this side yet. 

Porta! is: Myth Drannor (page 1Z4). The ports! is located 
beneath ah aricieul ruin inhabited by band of drow shadow- 
dancers. These dark elves are searching for a relic of Lolth 
hidden In Myth Drannor centuries ago. 

Portal 13; The Vast Swamp (page 112}, A mad beholder named 

Xiba|gar recently found a way to repair this portal which 
broke into three pieces after sinking into the marsh. Xibalgar 
fancies itself a collector of ''beholder artifacts 1 ' and has con¬ 
vinced a Tribe of lizardfolk to transport the newly repaired por¬ 
ts! overland tn its now lair in the foothills of the Thunder Peaks. 

Portal 14; Scimitar Spires (page 99), Moating between three 
of these dark, obelisklike peaks is a basalt tower—a Metherese 
remnant recently thrust inte the sky by a wizard shade. The 
shade is experimenting with the newly recovered ports!. 

Portal 15; The Dragon more {page 142). This ports! sits at The 
bottom of The lake* in the flooded treasure cave nf a dragon 
turtle, wereshark, or some olher aquatic creature. 

Portal ib: Did Skull Inn [p^gc 139], This portal exists in the 
Underdark deep below this popular adventurers' hangout. □ 

This is Roger's second appearance in Dungeon Magazine, (His 
first adventure. “Juggernaut, "appeared in issue tag.) By day. 
Roger raises giant hamsters on the asteroid city of Brai. By 
night * he dabbles in eldritch magic, hoping to unlock portals to 
far-flung worlds both wondrous and benign. 
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Thirds of Purloined Vellum 

Sometimes Paper is More Valuable than Gold 

by Graham Robert Scott 

artwork by Kennon James * cartography by Christopher West 


“Thirds of Purloined Vellum " is a DOrD adventure for four good-aligned m-ievei 
characters, DMs should find it easy to tailor the adventure for higher level characters. 
The scenario is set in Athkatla, the capital of Amn in the Forgotten Realms campaign 
setting, where agents from a distant thieves 1 guild have sabotaged a trade mission by 
stealing documents crucial to its completion. Adventurers can expect a mix of 

intrigue, problem solving and rofeplaying as they track down the agents. 

The module isn't a linear dungeon crawl or rigid script f and the PCs might make 

unforeseen moves, so it wcrAs best for experienced DMs 

who like to think on their feet. 


t Magic Elctns -f Munattrra ^ Nun-Player Characters (NPCs) ^ Objects ^ Settlements Traps 


A&vtjityr^ [W^royrifr 

Athkatla, the capital of decadent Amn, enjoys more than its 
share of intrigue. Its streets are rife with skullduggery, espi¬ 
onage, backstabbang (both literal and figurative), and trade 
rivalries taken to dangerous extremes. 

The reception was no different when KaMallan. a promi¬ 
nent merchant and alderman of the Dragon Coast city of' 

Tezrir, came to town recently on a trade mission. The merchant 
hoped to close two deals that could improve his city's stand¬ 
ing as an inner-sea trade power. Unfortunately, his dreams of 
financial conquest weren't to be: someone has sabotaged hrs 
attempts. This lime, Allikullau natives aren'l behind the cloak- 
and-dagger behavior. Instead, the merchant has become rhe 
victim of forces employed by his fiercest trade rival 

Things didn’t begin on a sour note. Until recently, every¬ 
thing looked rosy. Here are the events that led up to the situ¬ 
ation to which the PCs are introduced: 

* Kathbllan identified a rare substance coveted by Arnn's 

weallhiest residents and came up with a way to provide it. He 
SET.refly established two giant bee farm?:. From which he hopes 
to cultivate royal jelly, a byproduct of giant bee colonies that's 

reputed to heal, cure disease, and alleviate the effects of aging, 

* Kathkfllltm's royal jelly Farms face little competition. In the 
past, the substance was brought to market by adventurers, not 
farmers. Since ad ven I urers lend lu desiruy I he hives in she 
process. Amn long ago depleted its jelly-producing colonies. 

* Jasaar Arrasti, rhe head of a powerful Amman merchant 
house specializing in perfumes and cosmetics, agreed in 
advance to buy Kathkallan'a first shipment of royal jelly for 
4,000 gp per half-pound jar. 


■ Kathkellan also acquired an option to buy soks pounds of 
vanilla beans tor ao,000 gp from Greater Galleon, an Athkatlan 
company. He hopes to buy the vanilla with proceeds from the 
jelly, then carry the aplce back to Teziir for sale, 

« A year after signing the contracts, Karhkallan’a bee farina 
produced their first crop: nine jars of royal jelly. 

* All nine jars survived the caravan trip from Teziir to 
Athkatla, 

Everything fell apart when Kathkallan reached the capital. 
When the merchant arrived, ho sent his journeyman, Galliad, 
to schedule meetings with both Arrasti and Greater Galleon 

while he arranged for' the safe uT a wagunfuad of wool (his 
cover story for The trip). He also asked Gall lad ro arrange for 
security on the trip back, either by sigmng on wjth a caravan 
or hiring guards. Galliad never returned. 

KathkaHan’s trade mission as now in jeopardy: To prove he 
represented his master, Gslliad was carrying Kathkal Ian’s con¬ 
tracts when he disappeared. The documents are irreplaceable. 

Indeed. Kathkallan can't complete his trade mission without 
them: The other merchants pretend they don’t remember ever 
making the deals unless confronted with their signatures. 

TVs because, rhanks to recent events in Amn, the terms of 
those contracts arc no longer as favorable ro the merchants of 


Athkatla as they once were. 

Arrasti, for' his pari, is in a financial bind. He illicilly used 
his estate as collateral on two loans, each for a separate over¬ 
seas venture. He was gambling that sales from the two ship¬ 
ments would cover the debts. But both vessels were lost to 
pirates, and monthly loan payments have nearly wiped out his 
reaerves. Worried that one of hla creditora wiil aoQn try to 
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MAUIte, THE ADVEHTURE 

hough aet in tNi FofjCfcpsN HEalMS campaign setting, this 
adventure firs into any large ciry known as a magnet for trade- 
in Greyhawk campaigns, thr: City of Gnjyhawk works fine, 
as does Ekbir far DMs who warn to maintain the pseuder 
Arabian favor of Aih-.yiia To make rhe switch, the DM should 
find another pair of trade rivals ig replace Tejfiif. and Wgisrgate 
and use appropriate Jh ieves ’ guilds in place pf the Nig hi Masks 
and Shadow Thieves. Arhkatia's merchant houses tan be 

. jj ■ I *1 ^ ■ i 

replaced wifo powerful merchants and guilds. 

The hdventure is designed for ist- level characters hut can 
be easily adapted for higher-level parlies by ramping up the 
levels of ihe villains. 

* ManmJusJrhr' main villain) should remain three' levels 
higher than the average parly; level. 

* Catslirtjn (ManratEu&’e lieutenant} 
higher thafi the overage party level. ■ 4 > 

- Gil, Holm, and Anteashora should* each k eqq|l to ihe 
average party level. ' * £. * 

* If the PCs are higher than is; level on average the thugs 

in the opening sequence should be rogues, each one level 
below the overage party level ‘ 

■ The DC of saving throws for some of the poisons and she 
pillar a of Panhenope should bn increased 1 point per level of 
the averse party member. 
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be 1 wo levels 


* The listed payment for the party's mission should be mul ¬ 
tiplied by the. party 's level, as should the amounts of treasure 
found during the course of the adventure. 

In addition to rhe above advice,. DMa should consider the 

Following pointers: 

ind" lu jrd-level PCs: If Ihe party ia having an easy rime, 
give Mamatlus a numher of hirer! i$t-level fighter mercenar¬ 
ies equal no the siae of Ihe party, ("foe mercenaries, however, 
should not know their employer is a Night Mask.) 

4th- to 5th-level PCs: In addition lo gTving Mentatlus some 
mercenary guards, give 1 he wizard the animare dead spoil and 
assume he's created i 3 IT it Dice wurili of skeleton;; and zom¬ 
bies from victims of his garden. The undead-remain helnw the 
soil until called by the wizard or disturbed by trespassers. 
Catellion, Gil, Holtn, and Anteashara should also ha equipped 
with a nastier variety of poisons, 1 * • * 

6lh to 7th level PCs: The DM can equip the Night Masks 
with magic items appropriate 10 theii levels, add more lethal 
plants lo I lit wizard's garden, and so forth, Catelilon. Gif Holm, 
and Anteashara might Have a level nr two as assassins instead 
of rogues. Also keep in mmd the strategies open to /gth- or 
toth-level wizard like Maniailus. He should use summoned crea- 

tL ft t* f tl ■■ : > 

lures to fight, drop confusion spells on the party while they 
fend off undead (which are immune to the spell), and tefeport 
back lo We&tgate if filings ger .rough. 


claim his estate and reveal his deception (ruining his credit and 
reputation in the process), Arrasti is desperate to rebuild his 
fortune quickly. Thus, Ihe perfume merchant is particularly 

determined to squeeze every copper of profii out of any deal 
present ed to him. All hough he could double his money on the 
royal |clly even if he houghT 3 t at the contract price of 4.000 
gp. ho offers only 1.000 gp a jar unless presumed with the 
written agreement. 

Meanwhile, several shipment pf vanifla were also lost at 
sea. As a result, speculation on The remaining vanilla has more 
than doubled street prices for Ihe sweetener since Kaihkallan 
negotiated his option. The option gives KaThkallan a substantial 
discount on Ann's hottest commodity because 11 binds Greater 
Galleon to an earlier, lower price. 

Desperate to recover the contracts, Kathkalian and his 
bodyguard attempted lo retrace Gall lad's slaps. Ai ihe start of 
the adventure, a day after Galliad's disappearance. They have 
walked info an ambush-and ihe PCs are there to see il, 

for tut Durmon /A^Ster 

G a Iliad is dead, lured into 3 trap by agents oF Tezlir’s archrival, 
the oily of Westgate- Teziar has long played second fiddle to 
Wcatgate when it comes to trade, and the latter city often takes 
drastic steps to ensure things remain dial way. Wary of poten- 
iidl rivals, Westgate jealously guards Its dominance in Dragon 
Coasi made through liberal use of its powerful thieves’ guild, 
the Night Masks. 

The Nighr Masks have stationed a team of five agents per¬ 
manently in Athhtla (see “The Nighr Masks'' sidebar). Among 
iheir 01 her duties, they are under orders to foil any trade 
efForts between their liosi uiiy and Teziir. 

When Gall lad went abnur his errands, he encountered one 
of rhn Night Masks, a woman named Anteashpra, A permanent 


resident of the capital and an Amman native who turned to the 
Nighr Masks at an early ago, Anteashara works In town as a 
porter. In Alhkatla, porters do more than just carry luggage. 
They acl as coordinators, guides, messengers, and fetches. 

As Gal Had wandered through the market scheduling 
appointments, he encountered Anteasharg, who offered her 
services. Eager to complete his assignments, Gallied asked her 
where he could find a caravan headed for the Dragon Coast. 

Recognizing Gallisd as a native of Tcziir, she directed him 
to a business run by another Niglu Mask: her consort,, Catellion. 
Known as The Platinum Quill. CarellIon’s firm organizes wagon 
trains and hires guards for traveling merchants. It also claims 
to insure cargo headed to F'eziir. 

Galliad was hooked. He paid her 2 sp, gave his thanks, and 
sped off to the city's financial square-the Atrium-where 
Anteashora said the business was located. 

When the eager journeyman got There, Carellion agreed to 
everything he wanted and offered extremely generous rates 
for his services. In Ihe process, he learned a great deaf about 
Galiiad's trade mission. Instead of becoming suspicious of hrs 
good fortune, Galiiad was delighted and decided to spend same 
of the money he'd saved at a nearby tavern, the Silent Siren 
(which Catelliou helpfully 1 ecummerKied). After 3 couple of 
hours at the bar. Gall lad itust a local courtesan named 7 inni 
This meetrng was no accident. The Night Masks had hired her 
to lure Galliad to a garden on the north side of the city after 
hearing Cal el lion's report. 

The visit proved fatal for bath Galli&d and Zinni. The gar¬ 
den was the backyard of a manor owned by a wizard named 
Maui alius, sht; leader of (he Night Mask team. Within It grew 
The wizard's favorite pet: a rare, creeping vine called the pe¬ 
ters of Parthenope. The plant has a scent so alluring, few can 
resist eating its poisonous berries. Both Ihe courtesan and 
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fourneyroan succumbed ro rhe berries and died shortly after 
earing them. 

Since looting Galltad and reading The contra cts, rhe villains 
have established two goals: 

i. Manratlus, under the cover of his change setf spell, has 
hired a band oF thugs to mug Kathkallan and take his royal jelly. 

a. The wizard also hopca to sell the contracts to what locals 
coll a "shuffler/' a special breed of fence who deals in forger- 
res and siolen paperwork. 

Amrrtvrt <kj/A/w&rr 

The PCs' mission is to uncover Galliad’s fate, recover The con¬ 
tracts, and return fhem to Knthkallrm. To do this, they must find 
I ho Night Masks. The best way ho find the villains is to retrace 
Galliad’s slops on 1 1 to day he disappeared. 

This is, in fact, what Kathkallsn is doing when he is ambushed 
by thugs in front of the PCs in the opening scene. If the PCs help 
him and are willing, Kathkallan hires them to search tor Galliad. 
His briefrrg covers the bulk of the ''Adventure Background'' and 
should give them enough dues to get them ataried. 

The adventure's clues are scattered around Arhkalla's 
Trade5 Dislricl, A few encounters are driven by NPCs. raTher 
Than location-based. Called Interludes," they appear in a side- 

bar at the end of the adventure. 

Most of rhe clues follow a logical progression. However, 
even if the parry ignores evidence or visits locations out of 
sequence, many of the clues overlap, so there's little risk a 

missed clue will spoil I he adventure, 

A brief summary, following The thugs' arrack on KaThkallan: 

i. Interrogated thugs claim rhey wore hired by a fat. sweaty 
man. They don't know who he was or whore he can be found. 
Some phrases he uttered suggest he might have been from 
Westgate, and they met him in a tavern called ihe Silent Siren 
(area F), 

а. PCs who attempt to retrace GalHad’s steps learn he 
scheduled appoiniments with hnth Arrasti and Greater Galleon 
before his disappearance. Arrasti's scribe overheard a female 

porter telling the journeyman he could sign up with caravans 
at ,J thc platinum something or other." 

3. The best place to find a caravan is the Atrium, a finan¬ 
cial square in the TradES Dial riel. There the PCs find ihe 
Platinum Quill (area C) amd CafeJion, its Night Mask owner. 
However, he claims he never saw Galhad. (He's lying. See “For 
the Dungeon Master" to learn what happened.) Observant PCs 
notice that CatelEion lives with a Female porter, Anteasharo. 

4. Another merchant in the Atrium, Vemmemaliua Gbeldieg 
(area D), contradicts Carol lion's story if questioned. Ghefdieg is 
secretly 3 member of rhe Shadow Thieves, Amn's own thieves' 
guild, 3tid he hopes the parry will get the Nighr Masks off his 
turf. Gheldieg doesn't disclose his itus motives, but he tells the 
parry Galllad signed some deals with Catellion, then went to the 
Silent Siren (area F) For 0 drink. 

5. The bartender at the Silent Siren remembers seeing 
Galllad leave the tavern wi|h a courtesan from the Falh of Silk 
Flowers, located on ihe North Side. 

б. Another courtesan from the Path of Silk Flowers claims 
the woman in the bar was her friend, Zitini; who has since dis¬ 
appeared. She adds that one of Zinni's regular customers paid 
her to lure Ga Iliad to a garden somewhere. She doesn't know 
the customer's name, but she thinks he's from Wqsrgate. (Fie 
was Gil. 3 Night Mask.) 


7. if the party ash other porters, particularly one named 
Eternal, about Ameashara. they learn she hss 3 hush-hush cus¬ 
tomer near rhe Path of Silk Flowers. His. address and identity 
are not common knowledge, but Bernal believes he has an 
interest in art history. 

8, From the information above, the party should be able to 
find the manor of the Night Mask leader, Mantadus. It's the 
only home on the Path of Silk Flowers I hat maidies all ihe 
clues above. The stolen comracTS are hidden ihere, in The wiz¬ 
ard's art collection, 

9. If the PCs have Trouble pinpointing the manor, the mod¬ 
ule includes another clue: A fortune teller employed by 
Ghcldlqg comes to the PCs and delivers a reddle-style message 
as pari of a faux fortune, (See 'interlude t” for details.) 

10, Aliemalively, rhe party mighl learn that stolen contracts 
are frequently sold to a special breed of fences called "shuf¬ 
flers" and Correctly guess the Night Masks plan to sell the 
documents, Gheldieg can lead the PCs to the right shuffler, a 
woman named Roscshadc, giving them a chance to steal the 
contracts back from Manratlus when rhe wizard shows up to 
sell Them. 

Even If Invesrlgatlon falls, rhe Night Masks might come to 
the PCs, Two of the interludes (see The sidebar) involve attacks 

on the party: One is an assassination attempt; the other is a 
follow-up attempt to steal ihe royal jelly and kill Kathkalfan. 



Agreement in AthKarlu are hard to falsify. They're will Ten and 
notarized Three times each on fang, sipgle sheets, of vellum, 
then Cut jpggedly with a razor into thirds. One third goes with 
the seller, another third with the buyer, and the middle third 
goes to p city notary. 

To exercise a contract, one party must summon a notary. 
Notaries authenticate contracts by rnatchiiig I heir edges, since 
rhe zigzags for each document are unique. Kaihkallan’s three- 
piece contract with Arrasti is provided as a handout on The 
next page. 


ATM AIL A 

Athkada (Metropolis, capital): Council; AL I E ioo r ooo-gp 
limit; Assets 591,530,009 gp; Population 118,304; Mixed 
; (human 90%, 7% baffling, 3% other). 

Authority Figures: The Council of Six i the identities of its 
metnbers are aecrel h 

important Characters: The Argrlmm, Bormul, CoprlTh, 
Cryirapper, Ophal, Vymmar, and Zoar merchant houses, and 
ihe family leaders who head therm, fihinnom Pannihyr (male 
human Rogso/Wizd) is the Grandmaster of the Shadow 
Thrcvca a nd a member of the CSouncil of Six. 

Other?: Town guards, WaiVbtd.ooo); merchant house 
guards. Firz ffekGooh Shadow Thieves. RogC ''Silhouettes' 1 
(xQn). Rqgft 1 'Ctoakmasters'' (xg) r Rogi n • 'Shades" (X3). W 

Nates: Most of the residents aren't very fond of wizards 
or sorcerers. Blatant arcane spdlcasters can expeci to be 
treated rudely or withgrcai suspicion. Clerics, however, arc 
treated normally. 
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fksinmrtf Ih§ Amritvn 

Ai I lie biari of the adventure, I he PCs are in the Waft, a slop¬ 
ing, curved sireet in Athkatia's Trades District devoted to mer¬ 
chants seltihg spices, perfumes, incense, and other aromatic 
goods. How the party gets to the Waft is left to you, I he PCs 
might just be passing through, or they might have recently 
arrived by caravan or ah ip. An effective technique is to give 

the parry an uneventful mission delivering something to a 
merchant house on the Waft, but with warnings lo look out fur 
amhitshcs. Many players will he vaguely disappointed when the 
delivery proves routine, and, itchipg for excitemena, more 
likely to get involved when the thugs attack Kathkallan. 

The ambush rakes plate on the stairs to the Waft, ol the 
location marked X on The Waft map (see next pdge). When the 
action si aria., read or paraphrase: the foiluwirtg: 

Walkirig the sloping, curving cobblestone street known as 
rhe Wall is a great way to get away from the stench or 
horses, 

Floral, spicy, and aweet scoots roil down the atccp grade, 
siivored by strolling merchants and pedestrian shoppers. 
Shops peddle cinnamon, tu/rmeg. pepper, vanilla, and sugar, 
as well as soaps and perfumes. The dueling aromas of baked 
breads and fine cuisine emerge from bakeries and a tavern 
No horses or livesioek are allowed in the Waft. Their 
odors would ruin the streets allure. To discourage wegohs, a 
merchant house has buifr two sets of magnificent marble 


steps where a pair uf roads used lv lead from the centra! 
Trades District The steps resemble small terraces, each tu to 
15 feet wide and up to 30 feet across. 

Near a bakery fronting one of ihe crowded steps, a man 
yolls, metal flashes, and the clash ot blades rings our. 

Suddenly, rhn steps are far less crowded. As the crowd 

thins, the source of she outburst becomes vtsibfe, A red 

tkuhed man wielding a suitnilai Ta Itukihig at bay ihree ruf¬ 
fians. erne of whom Is now sucking on his sliced finger while 
gr ipping a knife m his off hand Cnwermg behind the man in 
red. a merchant is struggling lo draw an ornamental dagger 
out of its-sheolh, 

Both defenders have iheir backs to ihc bakery and on 
alley that borders it. Thus, ihcy don't notice: when three 

more: man wtlh daggers slip from she shtKJuws of I he alley 
and rush Inward fhe.m 

Creatures (,EL 3): The merchant is Kattikallan; the man in 
red ia his bodyguard, Bczzem, The six thugs, sailors from out 
of town, were paid 20 gp each by M&ntatlus fin disguise) to 
ambush ihe merchant and swipe Ns jai3 of royal jelly. If the 
PCs don't yell a warning or bother to help the merchanl, the 
adventure ends here. Within 5 rounds, the bodyguard slays 
I wo of the thugs, but he and Kathkatlan also fall and are looted. 

4 * Thugs, Male Human Comi (6): CR '/a; Medium-size 
Humanoid (5 Ft. S En. tall); HD id4t^ hp 5 cacht hit +i (Dcx); 
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Spd 30 ft.; AC 11 (+4 Dex); Atk +s melee (sd^+t/erit 19-20, dag¬ 
ger; or idG+n dub); AL NE; SV Fort +i, Ref +1, Will -2; Str sa, 
Dex 13, Con 13, lint 9, Wis 7, Cha 8, 

Skiffs; Climb ■+£, Hide +z, Move Silently +z, Profession 
(sailor) +3. Feats: Dodge, Skill Focus (Professiion-sailor). 
Possessions: Club, four d aggers, 5 gp each. 

#' Kathkallan, Male Human Rogs: CR 2; Medium-size 
Humanoid (5 ft. 6 in. fall); HD adfi; hp 8; Init +1 [Den): Spd 30 
ft; AC 11 (»1 Dex); Atk tz melee (ld^ti/crit ig-zo, dagger); SA 
sneak attack -i-id£; SQ evasion; AL NG; SV Fort -to, Ref -1-4, Will 
+1; Str 13, Dex 13, Con io. Inf tG, Wis 13, Cha 15. 

Skiffs: Appraise +6, Bluff +7, Decipher Script +6, 
Diplomacy +7,. Knowledge (nature) +5, Knowledge (local) 4-5, 
Gather Information -+7, innuendo + 0 , Listen +$, Kick pocket -1-5, 
Search +-S, Sense Motive +7, Spot eS; Feats: Alertness, Dodge, 
Possessions: Dagger, nine silver rings worth so gp each, 

purse, Wagon, shoulder bag containing nine jars of royal jelly, 
diem containing 1 zuu pp. 43 gp. 

#" Bezzem, Male Human Frra: CR 2; Medium-size Humanoid 
(5 ft. g in. tall): HD 2d?o; hp 16; Init +3 (Dev); Spd 30 ft.; AC 15 
(*a leather armor, 4-3 Dex): Atk *4 melee (idb+i/crit 18-20, 
scimitar); AL LN; SV Fort 13, Ref 13, Will ro; Str 33, Dex 16, 
Con n, Int 13, Wis u, Cba 13. 

Skiffs, Climb +3, Diplomacy +2, Gather Information +2, 
Intimidate +3. Jump +3. Listen +4, Spot +4. Feats: Weapon 
Focus (scimitar). Dodge, Expertise, Alertness. 

Possessions: Leather armor, scimitar, jewelry worth 112 gp, 
backpack, pouch containing 32 gp. 

Tactics: Kathkallan'a opponents arc neither experienced 
nor particularly brave. If the PCs yell a warning, Kath kalian 
whirls around and gets his dagger oul quickly enough to fore¬ 
stall an attack from behind. If he doesn't receive a warning, he 
takes 2 points of damage from a weak blow re the back. 

If the PCs don't join in, the bodyguard dispatches one thug 
every other round, but Kathkollan is critically wounded, falling 
to 0 hit points in the fourth round. Bezzem foils the subsequent 
round under the weight of multiple arracks. 

The thugs rum to face the PCs If the party gets Involved, 
bur flee or surrender if reduced, to half their original number, 
Development: if the parry aids Kathkallan, the merchant 
immediately oFfers them employment, promising aoo gp up 
Front if they’ll help guard him and his cargo ai night, plus 1,000 

gp if the PCs find out what happened to G allied and get his 
contracts buck. If ihe parly haggles, lie can gg as high as dou¬ 
ble his original offer 

If the party accepts, Kathkallan briefs them on the situation. 
He relates everything in the "Adventure Background" section, 
but none of the information in the section labeled Tor the 
Dungeon Master." 

By the end of the encounter, it is about 3 f.m, The party has 
several hours 10 Investigate before the shops dose at S r.M. If 
the party seems, directionless, Kathkallan recommends retrac¬ 
ing Gall lad's steps, adding that he was on his way to Arrasti’s 
pavifion (area A) himself when the thugs attacked. 

Any captured thug3 answer questions if promised freedom, 
or if charmed. The muggers, who are saifora from out of town, 

don’t know the name of the man who hired them. They were 
approached by a porter named Bernal when they gor off a ship 
that morning. Bernal told them they could earn some easy 
money by talking to a man at the Silent Siren (area F). The man 
they met at the bar was a sweaty, fat fellow, He gave them eo 


gp each and a description of the intended victim, felling the 
thugs to expect him near Arrasfi’e pavilion (area A) in the 
Waft. They were also told to search the merchant's body for 
five or more jars and take them. 

Thetr employer claimed to be local. But his acceni slipped 
from time to Time, and he used strange jargon. For instance, he 
described the operation as a “pigeon pinch'-a term unique to 
Westgare. In a pigeon pinch, a courier is ambushed by two 
teams of attackers, one to distract defenders- and ihe other to 
grab what he's carrying. 

Hie sweaty man didn't make arrangements to pick up the 
jars, but assured the muggers a stranger would offer 50 gp 
each for them before the day ended. (Mantarlus planned to use 
Anteashara for this exchange.) 

If the PCs ask around and make 3 successful Gather 

Information check (DC 10), They learn Bernal usually calls it a 

day early and goes to the Silent Siren (area F). 

The Tr-MEi District 

The adventure is set in the city's Trades District, within which 
are three areas where key clues and characters are found: ihe 
Waft, the Atrium, and the North Side. 

The PCs start in the Waft. Clues there will probably lead 
them to the Atrium r the city's main financial square. The vil¬ 
lains stay In The North Side, as do several possible sources of 
information. 

The Waft 

The Waft, described partly in the opening scene, slopes at a 
20-degree grade from the hills of the city's upper-crust Gem 
District to the Trades District below, for part of the way, it 
forms the border between the districts. 

On the west side of the Waft is the estate of the prominent 
Op ha I merchant house, which deals in spices. Independent 
competitors and mercantile companies occupy the east side of 

the street. 

Across from the Ophal compound is the Arrasti estate and 
pavilion, farther up the hill is Greater Galleon. PCs relracing 
Galliari's steps must visit both locations. 

A, Jazsgari ArrastTs Pavilion. Arrasfi (mala human Arts; hp 7; 

Diplomacy -1-4, Sense Motive +4) meets customers and suppli¬ 
ers in his pavilion, a billowing tent of burgundy silk in front of 
his Family 's esiaie. 

Luxurious rugs cover 3he Floor of Arrasti's sirring room Just 
inside the tent, but theyVe barely visible under the Hundreds 
of silk pillows spread around the tent, some ot which are large 
enough to support a grown man. A small redwood throne 


Tin W&ft Ito 

V 

1, Arrasti Manor 

30. Incense Fir Candles 

2, Arrasti Perfumes 

11, Cinnamon 

3. Arrasti Cosmetics 

12, Sugar 

4. Adamantine Mug Tavern 

13. Nutmeg 

5, Honey Stand 

14. Cocoa 

6, Orange Sfond 

15. Garlic 

7. Bakery 

ifi. Apothecary 

8. Coffee and Tea 

17. Mixed Seasonings 

9. The Ophal Estate (salt, 

18. Alchemist 

pepper, herbs) 
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adorned with a plump red cushion and silver-threaded pillows 
□verluoks the sea of silk. 

Cream rest From a tahle at the entrance to the pavilion, 
Arrastis scribe, Omannar, handles routine transactions, keeps 
records, and takes down appointments. Behind him is Arrasti's 
sitting room. The estate's guards arc always within earshot. 

4 “ Omannar the Scribe, Male Human Comi; CR l f% 
Medium-size Humanoid fl. 5 in. rail); HD 11)4-1: hp 3: Inir +0; 
Spd 30 ft.: AC 10: Ark -1 melee (idg-i subdual, unarmed strike); 
At. N; SV Fort -1, Ref +0, Will +1; Str 9, Dev 10, Con 3, Inf 13, 
Wis 13, Cha io. 

Skiffs: Bluff +i, Listen *7, Profession (Scribe) +5, Spot +7,- 
Swim +i. Feats: Alertness, Run, 

Possessions: Dock, quill, ink, pouch with 23 bp, 

4 ' Arraati House Guards, Male Humans Ftf2 (io): CR 2: 

Medium-size Humanoid (6 ft. tall); HD adio-ts; hp 21 each 

(includes +3 hp for Toughness); Init +0; Spd 20 ft.: AC 14 {+4 
scale mail armor); Atk +g melee (id6+4/crit 18-20, scimitar); 
AL LN; $V Fort -1-4, Ref +-1, Wi]f -Ho; Str 14, Dex io. Con 13, Int 
10, Wis 10, Cha n. 

Skiffs: Inrimidale -+z, Spot Listen +t. Feais: Alertness, 
Power Attack. Weapon Focus (scimitar), Toughness. 

'Possessions: Scale mail armor, scimitar, pouch with 32 sp. 
Treasure: Arrasti uses letters of credit and carries little of 
monetary value. 1 

Development: Omannar readily acknowledges that GalNad 
came in to schedule an appointment. He Iasi remembers I lie 
journeyman talking fust out of sight around rhe corner of the 
tent, but within earshot, to a female porter about where to find 
a caravan broker. He believes she recommended a business 
called "the Platinum something-or-other. n 


S, Greater Galleon. Greater Galleon distributes, markers, and 
sells sprees on behalf of several merchant houses. 

From the din near Greater Galleon's shop, it sounds as 
though someone is auctioning off vanilla beans. The counter 
under the store's awning is nearly obscured by upper-crust 
citizens clamoring for a merchants attention. He is holding up 
a single bean. 

Under The awning, near the front of the store, a large ket¬ 
tle hangs over a small brazier The kettle looks dusty, like it 
hasn't been used in a while. 

Creatures: The head merchant at Greeter Galleon is 
Mosaan Zehad, 

4 ‘ Mossan Zafrad. Male Human Gumi; CR Vs; Medium-size 
Humanoid (5 ft. 4 In. tall); HD id4+2; hp ft Inis +n; Spd 30 ft.; 
AC in; Atk +n melee jCfd^/crir 19-20, dagger); AL LN; SV Fort +2, 
Ref +o, Will +4; Str to, Dex io, (Jon 14, Int 13, Wis 14, Cha 10, 

Skiffs: B lu Ff +2, D iplomaey + 4, Listen 16, Spot +6; Feats: 
iron Will, Skill Focus (Diplomacy). 

Possessions: Pouch with 103 gp. 

Tactics: The storefront deals primarily in vanilla, but its 

supplies are running low because several expected shipments 
of vanilla are now at the bottom of the sea or in the hands of 
pirates. In response to the shortage, vanilla prices have 
increased considerably. The bcana Kathkallan can buy For 
£o s ooo gp (if he recovers his contract) are actually worth 
about 50,000 gp. 

The kettle was once used to boil cream and vanilla beans 
because the alluring smell drew customers. That tactic is no 
longer used: Vanilla has become too expensive to waste. 

Development: Zahad is reluctant to sell vanilla for the price 
on Kath kalians contract and refuses To unless presented with 

the paperwork. If he hears llie contracts 
have disappeared, he’s quietly delighted. 

Mr also flatly refuses to help with the 
investigation, "It really isn't my problem, is 
it?" he says,, with the hint of a contemp- 
luous smile. "No-w, if you don't mind. I'm 
busy?' 

All lie knows is lhat Galliad scheduled 
an appointment there, then left, heading 
downhill. His smug smile and abrupt 
manner might give PCs the impression he 

knows more than ho lets on that, in fact, 
he might be involved. If attacked, Zahad 
runs away and screams for help. IT 
charmed, he tells ihc party what little he 
knows and apologizes for being rude. 

The Atrium 

The Atrium is the bustling financial 
square of Athkada, through which most 
trade-related paperwork flows. The city 
noiary maintains a small office here, as 
do most of the city's moneychangers and 
banking operations. 

Anyone retracing Ga Iliad's steps ia 
likely to come to The Atrium., since one of 
Ills errands was lu find a caravan, and 
any local porter tells the parry rhar mosT 
caravan coordination rs done here. 
Galiiad's path leads to the Platinum Quill 
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(area C}, and valuable dues are available 

at a nearby merchant stall (area D}. 

AtijiiLun! 3i.i the financial squarii is b 
striajl tavern called rbe Silent Siren (area 
F). where the parly and Kathkallan are 
staying. I he tavern is also the last place 
Galliad was seen alive. 

C. Platinum Quill. If the PCs have inter¬ 
viewed Omannar (area A) and are look¬ 
ing for the word '’platinum” on signs in 

the Atrium, they find only one match: the 
Platinum Quill. Indeed, the company spe¬ 
cialises in coordinating and Forming car 
a vans, hiring security for traveling 

merchants, and providing insurance- 
precisely The kind of place Galllad would 
have gone. 

The proprietor of the Platinum Quill, 

Catellion, denies ever seeing the jour¬ 
neyman, noting that the previous day 
was "actually sort of slow," Cal el lion is * 
lying; as one of the Night Masks, he uses 
his business as a cover for his operations 
and was instrumental in Ualliad's disap¬ 
pearance. PCs who make a Sense Motive 
check against his Bluff skill realize he's 
hiding something. (Sec "The Night Masks" 
sidebar for a full description of Caiellion 
and Anteashara. and ,J For the Dungeon Master" for a descrip¬ 
tion of what transpired.] 

Catellron conducts most of his business from a counter 
under the shop's awning. He and Anteashara, another Night 
Mask, five together in the back of the shop, which is separated 
From Il>e storefront by a cur lain. 

Ef the PCs call Care!lion's bluff (by making rhe successful 
Sense Motive check), he calls for Anteashara, who pins him 

from wherever she's currently loitering in the Atrium. I he fol¬ 
lowing round they make a break For it, leaving the Atrium 
through the north exit, circling around to the co3t to throw off 
any pursuit, and heading to Matatlus's manor. Perceptive PCs 

can prevent MantatEus from becoming aware of Their Investi¬ 
gation hy instigating a confrontation with Catellion before he 
has a chance to alert his boss. 

If the PCs fail to catch Cafflllron in his lie and head off to 
pursue their investigation elsewhere, the Night Mask immedi¬ 
ately writes a short message to Mant&tlus and hires a runner 
Eo deliver il lo I he manor house in I he North Side.. If the PCs 
return to CatellEon once They've visited areas D. E, and F and 
confront him with his lie,, he calls Anteashara to his side and 
the Two try To escape (as described above}. 

Creatures (EL 5}: Catellion employs two thugs who stand 
just outside an alley directly east of the Atrium, milling with 
the light crowds meandering through the district. As Catellion 
runs out of The Atrium, he signals the two guards, who move 
30 feet down the alley and prepare to ambush Camllinn's pur¬ 
suers. Cateliion and Anteashara then sprint down the alley pas! 
the guards before turning to make a stand. 

f Catellion and Anteashara; Sec ,J Thc Night Masks" side- 
bar for statistics and equipment. 


f Thugs, Mate Human Wan (2): CR Va; Medium-size 
Humanoid (6 ft. tall); HD idio+i; hp 6 each: Inrt *1 (Dex); Spd 
30 ft.; AC 13 (+1 Dex, +2 leather armor]; Atk 43 melee (rdfJ+i, 
club): or +£ tnclcc (id^ h; crir 19-20, dagger) AL NE; $V Fort 
4i, Ref +1, Will -2; Str 12, Dtx 13, Con 13, Int 9, Wis 7, Cha S, 

Skif!& Climb 43, Hide 42, Jump +3. Move Silently 4£- Feats 
Dodge. Weapon Focus (club). 

Possessions: Leather armor, club, two daggers., 5 gp each. 
Tactics: I he Thugs TighT unTil slain, as Garellicri has prom¬ 
ised them (Falsely) that they will be raised if They die serving 
him. If both guards fall, Catellion and Antcashera attempt to 
flee, heading to Mantatluss estate sn a roundabout manner. 

Development: Although Calliad filled out some paperwork 
during his Transaction with Carellson, The Nighr Mask burned all 
the papers later that night after the journeyman was slain. 

Catellion and Anteashara do not willingly betray the Night 
Masks, If charmed, they admit to their rote in Galliad's disap¬ 
pearance and explain what happened to him. They won't 
divulge where MantatEus lives-the spell isn’t powerful enough 
to make them berray Their partner. They might offer to deliver 
a message to him; a stealthy party could follow 3 hem to his lair. 

If the PCs spy on the couple, they learn Catellion rarely 
goes far from the shop, while Anteashara runs errands For 
clients all over the city. During some of these errands, how¬ 
ever, she stops at Mant gtlu 55 manor or meets with the wizard 
or his henchmen in public, using her profession and 3 he wiz¬ 
ard's change self spells to throw off paten rial observers. 

The only interesting things in the room are a small chest 
containing 56 gp and a pair of "domino masks" (black"do+h 
masks covering the eyes and nose, but with two eyeholes cut 
our), A successful Knowledge (local) check (DC 15) reveals the 
masks as calling cards of lhe Night Masks thieves' guild. 
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IMfUMATIIIG A &UTE1 

The PCs might want tq impersonate potential buyers, inter¬ 
ested in meeting with Marifatlus, This strategy poses some 

challenges, however 

* Mantallus doesn't meet wilh anyone unless referred to 
them by someone he’finds credible. Gatdlipft' referred him'to 
Roseshsd^ for instance, if l he PCs pay her 50 gp, RoSsghade 
(area E) agrees to refer the wizard to foam and arrange the 
meeting. The vizard Cautiously follows the shuffler's advice 
out of misplaced faith in Cate I lion's judgment, 

* Tftore’s a good chance ihe fTighi Masks tfre aware of the 
PCs. particularly if they weren'r^pbrje when dealing with the 
thugs:in the opening sequence or Catelliaiii and Anteashara 
in the Atrium. Any PC pretending to be a merchant, there¬ 
fore, must roll Bluff and Disguise checks againsi the wizard's 
Sense Motive and Spot skills respectively. 


D. ■□held leg's Booth. The parry might ask other merchants In 
the Atrium whether they saw Galliad before he disappeared. At 
least one merchant, a moneychanger named Vemmema'lius 
Gheldieg, says he saw Gal Had. 

Even if the PCs fail to question neighboring' merchants, 
Gheldieg approaches them, pitching his services. I Eis true pur¬ 
pose isn't sales, however; He hopes ihey'll ask him about 
GaIliad or Cateilion. but he doesn't want them to realize it was 

his idea. 

Creature; Gheldieg is a Silhouette, or high-ranking officer 
in the Shadow Thieves. He runs the guild's counterintelligence 
operations in AthkatWs Trades District, and he knows the 
Night Masks arc treading on his turf. The Shadow Thief hasn't 
taken any direct action against the Night Masks, because he'd 
rather study how they operate while they think they're activi¬ 
ties are going undetected; that way, he can outmaneuver I hem 
later. However, he doesn't mind giving the PCs a few hints. 
He'd like to sec how the Night Masks react to opposition, pro¬ 
vided they don't know the Shadow Thieves are involved, 

^ Vemmemalius Gheldieg, Male Human Rog 0 : CR 0 ; 
P-leriiu m-siza Humanoid (5 ft. m in. toEI); HD fidfi; hp 23: In it 43 
{De xj; Spd 30 ft.; AC 15 [+3 Dex, +2 ring of protection); Ark 
+5 melee (idf) 4 i/crit 19-20, short sword); 47 ranged (id^-N/erit 

tg-20, thrown daggers); SA sneak arrack 43CS6; SQ evasion, 
uncanny dodge; AL LE; SV fort +2, Ref + 3 , Will +3; Str iz, Dcx 
17, Con to, !m 15, Wis ia, Chu 16. 

Skiffs: Balance +n, Climb eg. Disable Device +10, Hide 412, 
Jump + ft, 1 isten 49, Move Silently +15, Open Locks 412, Pick 
Pockets 411, Search +u, £pot 49, jumble +is; tests: Alertness, 
Dodge, Expertise, Mobility. 

Possessions: +? ring of protection, short sword, three 
throwing daggers, pouch containing 7b gp. 

Development; Gheldieg gives the following information only 
if the party asks appropriate questions. (He doesn't want tn 
appear too eager, just cooperative}. 

* Cateilion did meet G a Iliad, despite his assertions to ths 
contrary. They filled out 3 fair amount of paperwork, in fad, 
and seemed to- strike some sort of deal. 

* At the end of their dealing, the journeyman asked a ques¬ 
tion Gheldieg couldn't hear and Cateilion pointed toward the 
Atrium's west evil. Cia Iliad walked That way and entered the 
Silent Siren tavern. 

* Cateilion lives with a female porter named Anteashara. 



If briefed on the party's mission, Gheldieg readily observes 
that stolen documents in Athkatfa are often sold to U ehuflflers n - 
deplcrs in illicit paperwork. He informs the party that the city's 
most prominent shuffler is a woman named Roseshadc, just a 
few tables away (area E). 

E. ttnseshade's Table. Mantatlus plans 10 sell the stolen con¬ 
tracts to a dealer in stolen or forged documents, also called a 
shuffler, named Rqseshade. The PCs can learn about the meet¬ 
ing merely by guessing he might try to pawn the contracts and 
asking around. Gheldieg (area D) even recommends they Talk 
to Rosesbade if prompted. 

Creature: Rosnshade is a Shadow Thieves contact. Her 
orders are to aid the PCs' investigation as much as she can 
without arousing their suspicion. 

f Roseshade, Female Human Comi: CR Ve; Medium-size 

Humanoid (5 ft. 9 in. tall); HD hp 4; I nit i-o; Spd 30 ft.; AC 
10; Aik 4 u 111 dee (id^eril ty-zu, dagger ); AL N: SV Furr 40, 
Ref 40, Will 42: Str 10, Dex 10. Con 10, Inr 14, Wis 14, Cha 14. 

Skills: Bluff +4., Forgery +4, Knowledge (AmnEan docu¬ 
ments) 44, Listen, 46, Spot 46; feats: Alertness, Skill Focus 
(Forgery). 

Possessions: Purse with 53 gp. 

Development: Roseahade readily confirms an unidentified 
"red-haired northerner'' {Mantatlus using change seif} offered 
to sell her a vanilla option and royal jelly contract. Because she 

wanted to find a buyer before committing to the sale, she Told 
him to come back at noon on Day Three of the adventure. 

She willingly gives the PCs the date and time of the 
exchange, since the Shadow Thieves have made it clear she's 

to answer the party’s questions. Even if the party doesn't 
interrupt the exchange, Roseshade ultimately refuses to huy 
the contracts from Mantatlus^another order from the Shadow 
Ihieves. 

F, The Silent Siren, The Silent Siren, a coral-decorated bar at 
the Atrium, allows overnight guests 10 use il as a common 
room for 5 sp per person. Kathkallan has ihe party stay here 
with him-to protect him-unless the PCs offer to provide bet¬ 
ter accommodations elsewhere, 

Even if the PCs don't stay at the tavern, they can question 
The bartender and one of the patrons, a porter. The bartender 
confirms GaIliad was at the bar before he disappeared and 
offers and her clue. Bernal, who helped recruit Ihe thugs in 
the opening scene, has some insights abouT Anteashara, one of 
the Night Masks.. 

Fi. Main Room. 


The Silent Siren, a single-sfor v tavern near llie city’s main 
financial square, buzzes wilb Ihe shady dealings of conspir¬ 
ators ami merchants, who ?tp ar mediocre drinks while dis¬ 
cussing business, Most or the tables only seal rwo guesrs. 

In several cornel's of the room, pillars of pink coral have 
been carved to resemble mermaida with outstretched arms, 
And coral walls b^&riAg carvings of undersea landscapes 

hide fables from prying eyes, The bar, which’runs along The 
easl side of the room, resembles the prow of a large ship. 

]he tavern accommodates id6 overnight guests, plus the 
party, Kathkallan, and Bezzem, 


54 &eptdirfcer/oclabe] sum 








THIRDS OF PURLOINED VELLUM 



The coral mermaids look so much like 
they should ho golems that most wizards 
aren't comfortable around them unrif 
they've used detect magic to verify that 
they aren't magical. 

Creatures; Able Yaleen, the owner 

(male human Com; hp 3; Profession- 
harkeep +4). rends the bar during market 

hours. Bernal the Porter (male human 
Conn; hp 2; Profession—porter +2; 

Alertness) is here from about 3 l\M, on, 

Development: Yalecn, if questioned, 

Confirms lhal GaIliad came inJo (he bar 
The night he disappeared. The journey¬ 
man enjoyed drinks with a black-haired 
woman wearing an orchid brooch and 

eventually left with her. Yaleen didn’t 
recognize her, but most women who 
wear an orchid brooch are courtesans 

who live on The Path of Silk Flowers, 
located on the North Side. 

The bartender also remembers the 
far merchant described by the thugs. He 
doesn't know the man's name, but Yolccn 
says he's been to the tavern a few times. 

He remembers dial (he man lefl (he lav- 

em several rimes bur returned each Time 
roughly an hour later. (Mantatius, dis¬ 
guised as the fat man, had to leave peri¬ 
odically to renew his change seif spell.) 

Bernal drinks heavily, but he is easy to intimidate. 
However, he recalls only that 3 fat man paid him ro recruit 
sailors and send Them To The tavern for interviews. 

If asked about Anteashnra and paid: 10 gp, Bernal waves elo¬ 
quent about the rival porter. He knows she lives at the 
Platinum Quill, and that she has a secretive client in the North 
Side near the Path of Silk Flowers. He doesn’t know which 
House the client lives in but says Anteashara is always digging 

up information on sculpiures and giber an objecis for him, 
Other porters in The Trades District are 30% likely to relay 
the same information. 

fa. Owner's Quarters. Yaleen stays here. He has few furnish¬ 
ings- other than a cot and nightstand, since lie compulsively 
iiwests his earnings in speculative, unprofitable ventures. 

Fg. Kitchen and Storage Area. Shelves hold wines, fruits, 
cheeses, and breads delivered from local bakeries, ihe room 
has a small stove. 

The North Side 

The North Side is inhabi I ed largely by people wsih pleniy of 
money but Imie status among The city elite. The area hugs the 

north wall of the city. It has two key, well-known features; the 
Path of Silk Flowers and the Avenue of Chimes. 

Path of Silk flowers 


As you turn chito The sireeT. the first Thing you notice is the 
profusion of bright color Gardens till riv- small yards- m 


From of every small home and building, producing a rim of 
blues, icds. violets, and every othei shade under the rain¬ 
bow. Looking closer, you notice that the gardens seem to be 
deliberately constructed to better anract your eye, and the 
flowers are strangely perfect. It's only after you stop to 
inspect them rbsr you realize die blooms are alt made of silk. 

Most of the city’s high-class courtesans live in apartments on 
1 he Faih of 3 ilk Flowers, a brick walkway winding along rhe 
norih wall of the Trades DisTrin. The PCs rnighT visir The street 
after hearing Gallisd was seen with a woman who appeared to 
be a courtesan (see area F), 

The courtesans of the street share a hobby that gives the 
path its name: Each maintains a bed of artificial silk flowers, 
computing to see who can build (lie most attractive garden. 
Faux gardens are spaced along the brick walkway, where they 
can be admired by passing pedestrians. 

Creatures: At any time, up to six courtesans wander rhe 
path, but there's only a 15% chance that Nashsfeen (below) is 
among them. If the PCs offer a bribe of id gp or more and aay 
they’re looking for men from Wcslgate, the other courtesans 
recommend lalking ro Zinni but note, sadly, lhal she's been 
missing for a couple of days. If the PCs insist on finding some¬ 
one who knows her, they fetch Nashafeen. 

gf Nashafaen, Female Human Conn: Medium-size Human¬ 
oid (5 ft, 6 in. toll); HD id*$; hp 4:1 nit 10; Spd 30 ft; AC to; Atk 
+0 melee (idq/crir 13-20, dagger); AL N; SV Fcrr +o. Ref +o. 
Wilt +1, 3 lr 10. Dex 11, Coo n, Ini q, Wis 13, Cha ig. 

Skills: Listen -1-7, Spot +7. Fears: Alertness. Run. 

Possessions: Dagger, orchid brooch worth 15 gp, gold ear¬ 
ring worth 85 gp, purse containing 12 gp. 
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THI fllGHT MAilti m 

The Nighi Masks is a notorious thieves' guild based In the dtty 
of Westgate on the snurh cdSst of Dragon mere. In this adven¬ 
ture, the PCs run afoul ot a group of Night Masks led by a 
wizard named Manfattus, wffrhas am estate on the Path ot 
.Silk Flowers in the North Side of rhe Trades District, p j * 
Mantatlus's most Important henchman Is Catellign, as he Is 
both the wizard's eyes and ears..in the streets. CaTdlion is 
aided by an Arhkailah native name'!! Anreashara who knows 
the city better man any of them. Mantatlu-s also retains two 
loyal bodyguards named dll and Holm, both of whom live at 
the wizard s mansion. r 

f Anteaahara, Female Homan Rogi; Medium-size Human' 
old {5 ft. 7 in. lallL HD ic|6*i: hp /, lull 43 {Oex>, Spd gu fl,; 
AC 14 (+3 Dej$, +t padded); Ark +□ melee [id^/crlr 19^20, dag¬ 
ger); SA sneak arrack 4fdp; Ai IMF; SV Fori +1. Ref -5, Will 
+r T Str n, D?x id. Con 13, Int 13, Wis ia, Cha 15. 

Skills; Balance -4-3, Climb +3, Hide 17, Jump 11 Listen 17, 

Move Silently +7, Open Locks +7, Pick Pockets -1-7, Profession 

(Porter) +3, Search 45, $poi +7, Tumble '}■ Dodge, 

AJdrlntjSi, 1 I ’ 1 

Possessions: Padded armor, ri%.'er. pnt ir h with 31 gp 
R:.iven-haired Anteashara uses her porter job as a cover 
for her spying and to relay missives between ,Ga'te'fijOn and 
Mantatlus. Because sbe f s a^essivc and accomplished, 
innkeepers vouch for her. She fives with Cateilion in area C, 
the Platinum Quill. 

f Catelllon, Male Human Rogg: Medium-size Humanoid (5 
ft ft m. tall); HD grfft; hp i?; In.it +4 (De*.): Spd 30 ft.; AC 14 

(+4 Dex); ATk +3 meEee (106+r/cril; ig-£o. shon sword); or +6 
ranged (id^i/crit iy-20, dagger), SA cneak attack iad6; SQ 
evasion, uncanny dodge; AL LE; SV Fort +1, Ref +7, Will +a; 
Str iz, Dex 16, Con io, Int 14, Wia ia, Cha 14, 

Skills: Appraise +5. Bluff +0, Climb +5, Disguise +8, 
Gather Information -+fi. Hide nn, Jump 43, I Kten 47, Move 
Silently mo, -Open Locks -■-8 F'lek Pockets 4& 3 Search h-S. Spot 
+6, Use Rope 46. Feats: Dodge; Experl ise> Mobility. 

Possessions; Potion of invisibility, shorr awofd, 1 hree dag¬ 
ger g, pouch with 34 gp, 

Catellion runs a business called the Platinum Quill (area C). 
coordinating caravans and guards for Traveling merchants. 
From his position, he collects Information on trade deals and 
dispenses ir to Manratlus. A swarthy, natural salesman, 
Ca tell ion lives In ih? back of his shop with Ante^sh.ara, 

* f Gil, Male Human Rogi; Medium-size Humanoid (5 ft. 6 
in, tall); HD id6; hp 6; Inft 43 (Dex); Spd 30 ft,, AC 15 {43 Dex, 
+£ leather armor); Aik +1 melee (idB+i/crit tg-eo, short sword 
and poison): or -3 ranged (idft/cnt i 9-20, light crossbow); SA 
sneak attack +idfi; AL NE; SV Fort 4p T Ref 45, Will -i; Str ia, 
Dex sfi, Con 11, irft 13, Wte 8, Chs 10. 

Skills: Balance '5, Climb +4, Disable Device 47, Hide 47, 
Jump 1-5, Listen *3? Move Silently 47, Tick Pockets +7, 
Search 44, Spol 43, Tumble 47. Fetus: Dodge, Mobility. 

Possessions: Leather armor, short sword, two daggers, 
light croSsbow with 20 bolts, jar oF blue whirmis poison (to 
applications IT vial of cologne, pouch containing 11 gp h 14 sp. 
the Dvkgeon Master s Guide, page So. 

A shori, wiry man with carefully braided black hair and 
goatee, Gil douses hiitiwtf liberally with cologne several times 






* ’ % . 1 , . 

a day. In combal, he Is inclined toward reckless and cinematic 

stums. He lives in Mantmlus.'s manor (area G), 

4 f Holm, Male Human fiogu Medium-size Humanoid [6 ft, 

tall); HO idd44 (includes +3 for Toughness feat); hp 10; tnif 43 
{Dex); Spd 30 ft,; AC 15 (+3 Dcx, 4£ icaiher armor); Atk +2 
melee (tdSWcrit 19-20, short sword and poison); or +3 
ranged {sdfJ/cril j^-aq, lighl crossbow); SA sneak attack j idC; 
AL LE: .SV Fort +1, Ref 45, Will -1; Str 14, Dfsx; ifi, Con m, int 
10, Wis q, Cha 8, * 

Skills: balance +5, CEimb *5, Hide 47, Jump 44, Listen 43, 
Move Silently- 1 ij, Open L^cks 46,. Pick Pockets 47, Search 
44, Spot 42 , Tumble 47, Farts: Dodge, Toughness. 

Possessions: Lea flier a rmbr. sho 11 sword, irghi crossbow 
with ao bolts, |sr of blue whinnis poison (S appllearions)^. 
thieves’ tools, pouch containing 31 gp, g, sp:^Sefe The 'DUNQSGti 
Master's Guide, page So, 

Holm is taller and more muscular than his partner, Gil. He 
has Icr his hair grow long so cover ritual scarring on his scalp, 
bur several ridges of scars remain visible on his cheeks and 
forehead. He lives ai Manlatlus's manor farea G). 

^ Manmlus, Male Human Wiz4: Medium-size Humanoid 
> 5 ft. 6 in. rail).: HD 4d4-Ljj; hp 17; Init 43. (Dex); Spd 30 ft.; AC 
14 4a Dex, ±2 bracers of armor); Ark 4^ melee (id4/cril 
(9-20, dagger); or i- 5 ranged (idS/crit rg -EOj light croagbow); 
SA apdta; SQ spells; AL UE; 'SV Fort t%. Ref 44, Will 44; Str 
10, Dex 1 5 , Con «, Int ifl, Wis 10, Cha rz. 

Skills: Bluff 43, Concentratlon 40, Disguise 43. Gather 
Infmfmation 43, Knowledge (hlsfory) *q. Knowledge (nature) 
49, Listen 44^ Krofessiori (apothecary) 43, ProFossion (herbal¬ 
ist) 43' Spellcraft +n, Spot 44. Fears: Alertness. Combat 

Coating, Dodge, Scribe Scroll, 

Spells Prepared (4/4/3; base DC 14 * spell level); u-Jazcf, 
deievj magic, mage hand resistance: 15 r -change self, spider 
climb.: summon monster l r unseen servant; darkness, 
invisibility, locate object. *■ 

Possessions: Potion o f cure light wounds; scroll of change 
self invisibility, and summon monster k +£ bracers of armor; 
dagger; room key; chest key; chest containing 324 gp, 150 &| 
Since the advemure fniglii span several days. Mantadu 
might prepare spells ether than those listed ahnve. 

His 'Speilbook includes those spells listed above, as well as 
the following; 

Spelibook; o-all cantrips; 1st— ohrm, charm person, com 
prebend languages, magic missttaf-ZTid-cefagrace, resist ek- 
ments. / if* ’ - | 

Man 1 a Hus is of average build and height wlrh dark hair, but 
lie seldom appears in public without 3 change self spell. Tw» 
characteristics might give him away A glandular condition 
causes him to sweat easily, regardless of any disguise or spell 
effeci, Also, he has an arcane mark tattoo of the symbol of 
Mask, god of thieves, on his chest. A db-nset magic spell 
reveals iLe ^iuw oi Ibe tailou iluuugh hia i>hin, 

Mantatlu's, a guerrilla-STyle opponent, prefers ro strike and 
slink away without getting mired In combat. His favorite tac¬ 
tic is to-.send in henchmen or summoned monsters to keep 
enemies busy, while he uses spells like spider climb, change 
self, or invisibility to take advantage of the., situ alien and use 
his crossbow ro pick off unengaged opponertls-e3peii.jilly 


uiiiei s 
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Developments Nashafeen talks if one of the PCs makes a 

successful Diplomacy Or Intimidate check (DC 15) and slips her 
to gp, She'll also talk for 30 gp if the chock fails, She has the 
following information to relate: 

- A forever named Gil has visited Zinni several times 
since arriving in town a month ago. 

* The other day, Zinni said Gil had hired her ro meet a 
fraertd of his at a Ideal tavern and lure him to a nearby private 
garden “tor a surprise.” She hasn't been seen since. 

■ Nashafeen doesn't know anything about the garden of 
poisonous berries or Gita whereabouts (or residence). 

* Although Gil denied it, Nashafeen thinks he was from 
Wesrgate. based on his accent and cologne. 

if the PCs ask, Nashafeen shows them Zinni’s apartment. It's 
rather small and there's nothing of interest there. 

Avenue of Chimes 

The Avenue ties into an important clue elsewhere m the mod¬ 
ule (see "Interlude f), so it’s important I hat a I least one PC be 
aware of It Ultimately, The Avenue Js ImporTanr because 
Mantatlus's manor, located at its intersection with the Path of 
Silk flowers, takes advantage of its unique properties. Read or 
paraphrase the following as the PCs pass by: 

Few pedeatriairaa. walk the Avenue of Chimes, pnabublv 
because the shadowy, broad alley is unnerving. Spaced 
along the siren as regularly as lanterns and hanging at 
nearly every gate and doorway, are elaborate wind chimes 
The chimes don't ring for wind, however. Indeed, this is 
one reason they ore disturbing. Whenever pedestrians stroll 
up or down the street, the chimes gently mark their peasant, 


issuing a rippling chorus of sound that keeps pace perfectly 
with the passing individual 

It seems iimpossible lo walk inc tired without everyone 
following your puasqgc. 

The phenomenon is the result of a permanent magical 
effect placed on rhe street by one of the fev^ prominent wiz¬ 
ards m Athkatla. his identity is unimportant to this adventure. 

I he Night Mask wizard lives here, and all of the locals in the 
part of town are aware that a spellcaerer occupies a residence 
on the avenue, if not of his off illations. Mantaflus Figures his 
own operations will go unnoticed in I he shadow of a greater 
and more oslen taliuus mage who enspdled I he chimes, and lie 
uses the chimes as an inanimate watchdog For The gaTe ro his 
garden (area G6). The scents of his garden (see below) drift 
into rhe street but have no dire effects at this range. 

G. Mantatlus" Manor. The party should eventually come to ihe 
wizard's manor, assuming they piece together enough of rhe 
available clues. There are only two other manors on the Path 
of Silk Flowers with gardens, and the exterior of Mantatlus's 
home has some telltale signs Thar someone knowledgeable in 

art history lives there. 

The owner of this home obviously has two loves: exotic 
plants and human-oriented an history, Both are evident in 
ahe design and decoration of this manor. The oaken, double 
front doors are carded id resemble fractured sandstone 
tablets covered in pictoglypbs, Historic stained-glass win¬ 
dows depicting ancient orators are set into Ihe second fioor 
of a smtill tower ar rhe northeast corner of the manor. 
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sneak away. Other wise, he casts sum¬ 
mon monster t and enters the Pray. 

The front doors, which open into I he 
main foyer (area GO, arc looked {Open 

Locks, DC 15), The doors leading to the 
foyer Prom I lie garden are nui junked. 


Mantatlus's 

1 square = 5 feet 


This layer has vaulted archways Open 
ing to rooms ro the easl and west, To 
the oast is e study with a square cor¬ 
ner runrev. To the west you see 3 door 
|ust opposite the archway. 

Across from the from doors sfonds 
another set of doors. Small windows 
set in these portals reveal a fount ob 
and lush garden on the other side. 

A red rug in Ihe middle of the room 
features an image of n burning forest 


[he double doors to the garden (area 
G7.) are not locked. 


This study Features a comfortable 
couch, a wooden desk covered with 
scattered papers in the southeast cor¬ 
ner, and a bookshelf against the west 
wall. In the northeast corner of [he 
JUU11-. behind the touch, a staircase 
leads up to a high shelf In the manor's 
turret, displayed in which arc severa' 
curiosities. 


■ Manfatlus uses this room as his 

study. The bookshelf holds tomes on 

■ ancient history and herbalism, PCs 

studying the latter tomes and making a 
successful Search check {DC 20) find a 
passage in one book lhat describes and 
illustrates the pillars of Parfhenope, which 

can be found in the garden {area Gy), The desk holds paper, 
veil uni, quills, and ink, bui nothing tslse of interest- The door to 
the south is locked and leads to area G4. 

The staircase climbs to a ledge in the manor's turret where 
Mantatlus exhibits several oddities (area Gg). 

Ip Locked Wooden Door: a in. thick; Hardness 5; hp &o; 
Break (DC 25); Open Lock (DC 25), 


Even From the strcei. you can smell the intoxicating Scent 
of various herbs and Flowers ihar seems to emanate From a 
waited garden at the rear of the manor. 


if Mantatlus is home when the PCs arrive (your discretion), 
he is probably in the manor's study (area Gs), Gil and Holm 
usually play cards in the kitchen (area GS). 

If the PCs use the Avenue of Chimes or enter noisily 
through the Front door or one of the manor's barred windows, 
the Night Masks react quickly. Gil and Holm station themselves 
at the doors to the garden (area Gi) so they can guard the 
manor if someone enters that way, or ambush intruders if they 
come through the front door. Fighting from the doorway gives 
them an escape route regardless of the party's approach, 
Mantsllus oasis invisibility and heads 10 I he exhibit (area 


O3, Exhibit 


The narrow platform that Forms the second level of the lur- 
rur features a liny museum of human ar t history. The room 
holds nmo pedestals, each displaying a different object. Small 
frames attached fo the front of each pedestal hold vellum 
Labels desor ibing I lie exhibils. 


G3) to survey The situation. If he feels outclassed, he takes the Treasure:. The pedestals hold the following items (the values 
contracts from their hiding places in his exhibit and tries to given assume The PCs find an interested buyer): 


1 
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t, A bronze-plated statuette of an efreet, It is about five 
hundred years old and weighs 350 pounds. The statuette is 
worth 300 gp. 

2. A marble statuette of an ancient general which 15 about 

nine hundred years old. It weighs more than 200 pounds and 
is worth j 30 £P- 

3 * A bronze dagger-’-supposedly the weapon used In the 
assassination of the aforementioned general. The real dagger 
wmald be worth 100 gp r but this version ts actually a fake. 
(Mantatlus was footed by the man who sold it To him.) 

■H' An illuminated religious text, one thousand years old* that 
is worth roughly 700 gp ro a collector. MantalTus has hidden 
the royal jolly contract or> the other aide uf ihe usdeslal's label, 
inside (lie frame, requiring a Search check (DC 15) to find. 

5. A seven-hundred-year-old decorated bronze scroll case, 
ft holds nothing, bur is worth 75 gp. 

6. A three-thousand-yoar-old day water jug from a long- 
dead culture. Partly chipped, it's worth 30 gp ro a collector. 


THE AM Of inTEMWinG 

Many.clues in the adventure rely on interviews with wit¬ 
nesses. Keep in mind that this information shouldn't just be 
handed our ro the first PC who talks to ^source. 

Although PCs can use skills like Intimidate and 
Diplomacy to convince a source to lull,. dial doesn't mean 
1 lie subject knows which facts are helpful, Many witnesses 
don't elaborate on df-tails, and someiimes they focus on 
irrelevant facts. This* forces an interviewer to pick up on 
small details and home in on them. If ihe PCs don't pick up 

on such clues on their own, allow them to weed out the 

important details with successful Gather 111 format ion 
checks (DC ro). I f 1 

For Instance, assume a capTured thug tells ihe parry he 
doesn't know rhe guy who hired him. The interview might 
go something like.this: 

PC: “Did he give you & name? What did-ho look like?" 

Thug: "No name. Just a big, ful, sweaty guy, 1 3 aid he 
was a local, 1 ' 

[At this point, the PC rates 3 successful innuendo 
check (DC to) to spot the thug's careful word choice.] 

PC: L,L Said’ he wan.? You rhink he's From somewhere 
else?" 0 

Thug; “Oh, 1 don't know. The orher guys from my ship 
said something about his accent not being right, like Et was 
faked. And he said some filings They thought were funny" 

PC: like what?” 

I hug: "When I asked what the job was, he loid me it was 
a 'pigeon pinch ‘ J didn't know whai that meant." 

PC: "What's rr mean?" 

Thug; "MuggEn' a courier. He hat! lu explain ii to me, 1 ' 

PC; -‘And the other guys you were working with 
thought that was weird?''' 

Thug: "Yeah. One of rhe guys—you tilled him in that 
fight—said ha's only heard people use that expression in a 
few places^ 

PC: "Like?' 1 .;Yt 0 

Thug: “Oil rhe Dragon Coast, Westgate. I think.” 


7. A150-year-old painting of an Athkatian street scene, by 
a respected local painter, its worth aoo gp. The vanilla con¬ 
tract is in plain sight, having boon rucked in Front of the 
pedestal's label, but because rhe labels are all vellum and the 
fagged edges of the contract are hidden by the frame, only PCs 
reading lluj labels and making a successful 3 pm or Search 
check (DC to) noTire it. 

3 . An ornately gilded plate that was commissioned two hun¬ 
dred years ago by a notorious local prince. It's worth 3,00 gp, 

9. A chalice to match the plate above, with a similar price 
tag of 300 gp. 

Traps (EL < each); The pedeslals under the gilded plate and 
chalice have been riggod wiTh a version of rhe shocking grasp 
spell (cast from scrolls That MantariHus acquired in Westgate). 
Anyone attempting to iift an object without first lurning the 
pedestal 90 degrees triggers the trap. The jolt ruins the 
object a side effect Mantatlus, who's unfamiliar with dec me- 
ity, hadn't contemplated, 

v T Shocking Grasp Traps (2): Cft 1; discharge affects per¬ 
son Touching the object nr pedestal lidft+4 points of electric¬ 
ity damage); Reflex save (DC ia) for half damage; Search (DC 
21); Disable Device (DC sij. 

04, Mantatlm 1 Bedroom. 

Behind the door from the study, you Find! 3 well-appointed 
bedroom, compete with a double bed, rug, desk, commode, 
2nd a chssr lo rhe west is 3 large window, through which 
you can see the Fountain in ihe garden. 

Treasure; The chest, which is locked (Break DC 25: Open 
Luck DC 30}. contains the wizard's spellhook and 220 gp. 

O5. Bath. This room contains a marble tub that fills with water 
from a hot spring under the property. There is nothing else of 
interest in this room. 

G 0 , Gate. 


The oaken gate !o ihe garden features a relief carving of 0 
meanr'3 face, Basalt posts on either side of ihe gate resem¬ 
ble tree trunks, 

Anyone approaching the gale or wall sc is off ringing along 
ihe Avenue of Chimes, alerting rhe wizard and his guards that 
someone is near his property 

1 ? Locked Wooden Gate: a in, thick; Hardness 3; hp ao; 
Break (DC 23); Open Lock (DC 15). 

G7, Garden. 

A rrall of stepping stone* winders among flowers and two 
lemon trees, each entwined with pale green vines bearing 
■White flowers-and golden berries, A breeze carries the scent 
of fhe berries:: sweet, like guipcs, and tempting. 

A lountain to the north features a statue of an orator. To 
the east, jus I north of the gale, rests a small building. 

The garden contains two hazards in ihe Form of Mantatlus's 
Favorite pets, the pillars of' Harihenope. These are rare, poi¬ 
sonous climbing vinos that thrive cm the nutrients of decaying 


60 September/October rooj 

















THIRDS OF PURLOINED VELLUM 


bodies. Manfatlus has tended the vinca iong enough that he's 
immune to their scent, if no! their toxic berries, Gil and Holm 
■avoid the garden. 

Two Towers on The sourh corners of the yard ant as sheds 
for gardening tools. The fountain is unremarkable* and the 
small building is the manor's bath lares Gg), 

Trap {EL 4}: The pillars of Porthenopc, which usually climb 
trees or columns, have wrapped around the two lemon trees. 

Anyone who comes within 5 feet of the trees must succeed aT 
a Will saving throw (DC 12) or be compelled to eaT a berry. 
Those, who eat must then mate a Fortitude saving throw (DC 
12) Success indicates the individual feels ill and is no longer 
tempted by the scent. Those who fail the Fortitude save take 1 
point of initial Constitution damage. Another save » minute 
later is required to avoid the identical secondary damage. 

One r ound a Pier ihe first failed Will save, the victim must 
rhon make another Will save (DC 13) or eat another berry. This 
requires another Fortitude save (DC 13)' failure indicates The 
victim has taken another point of initial Constitution damage. 
This continues each round unril the victim dies or is forced 
away from the plants. The Will and Fortitude saves become 
increasingly difficult wilEi each berry consumed; increase The 
DC by 1 per berry eaten after the first. If victims am dragged 
away before killing themselves, they recover their Constitution 
at the normal rate. 

y* Pillars of Parthenope: CR 4; poison berry (1 point of ini 
tial and second cry Con damage); Will save (DC 12) to avoid 
compulsion to cat; fortitude save (DC it) negates. Note: The 
DC lu avoid eaiing and taking damage from the berries 
Increases by 1 every round cm a failed save 

GS. Kitchen. This room is 3 combination kitchen and dining 
room. It holds q stove, dining tabic, two counters for food 
preparation, and a cabinet. 



Those encounters happen at specific times over the course of 
the adventure, leel free ro alter the timeline uf these events 
iu suit your own campaign and style of play, 

Ifilmy 1; Tut Fortym T&u&r 

Creature (EL 4): During the first night of the adventure, the 
Shadow Thieves send the party a clue in the form of a for¬ 
tune teller calling herself Madame Lamia, who offers to tell 
them their fortunes fgh a nominal fee (5 gp), 

f Madame Lamia, Female Human Rog4: Mcdium-she 
Humanoid (5 ft. 3 in. tall); HD 4d8; hp 18; In it +7 (Dex, 
Improved Initiative); Spd go ft.; AC 13 (+3 Dex); Atk +3 melee 
(id4/crit 19-20, dagger); SA sneak attack H-ad6; SQ evasion, 
uncanny dodge; AL LIE; SV Fort +1, Ref *7, Will -n; Str n, Dex 
17, Con jo, Int 14, Wis ii. Cha 14. 

Skiffs BluFf +8. Disguise +8, Gather Information +fi, Hide 
+7. Listen +fi. Knowledge (Astrology) +5. Move Silently +7, 
Search 3-7, Spell crafi +4, Spot +?, Use Magic Device 49, 
Feats: Dodge, Improved Initiative, Mobility. 

Possessions; Scroll of sleep and hypnotic potto rn, dagger, 
pouch with 19 gp. 


The kitchen holds no surprises. The counters are ounrenily 
bait, and the cabinets hold an assortinenl of foods, 

Gg, Storage Room. 


This room doubles os 0 storage -spoor: and pantry. On ihc 
shelves to foe left lie a number of household and gardening 
tools, a bucket and a large bag uf 1 idi, black soil Several 
shelves on foe right hold a small sack of dried irmar. several 
loaves of bread, and a half “eaten wheel of cheese 

There is little of interest or value here. 

Gig. Gil and Holm's Room, 


Behind the door, which has no lock, you see a bunk bed and 

night stand The furnishings here are plam, yel serviceable, 
and the room looks- Glean, if lived in, 

Treasure: The bottom of one bed post has been hollowed 
out and conlains u pouch with iliree aquamarines (worth 50 
gp each). A Search check (DC 15) reveals the hiding place. 

(dtmwfrim tH£ AmnJim 

If the PCs bring Kathkallan the contracts, they earn 0 long 
term patron in the city of Teiiir. The city has historically 
avoided employing mercenaries, but is reconsidering due la 
raiding by pirates and Thieves. A known, trustworthy parry 
wiTh KaihkalIan’s recommendntior, can find rewarding patrons 
in Teziir. 

13 ' the PCs selE the contracts for their own gain, however, 
Rothko Han places a 2,000 gp bounty on them, 

Future adventuring possibilities are many. Kathkalian might 
need prolecliou while he cutripleles the deals and travels back 


Development: If no party members want to hear their for 
tunes, Madame Lamia attempts to lure them in with comments 
like: ''Your fates are unusually dear la me. Tdt me, do you 
seek five Thieves and a merchant from afar?” 

Once she has hooked a PC, and has been paid 5 gp, she 

tells him or her: ''You seek a wizard who lives in the shadow 
of another wizard, -and thieves who operate in the shadows oF 
other thieves, The spirit of a man recently slain says you will 
find the wizard where sight meets sound and smell? 

Tlie riddle describes the location of Mantatlus's manor: 
The PaTh of Silk Flowers represents, sigfn (the flowers, though 
pretty, are fake): the Avenue of Chimes represents sound; the 
wizard's garden (area G7) represents smell, 

inmyte ti Goi&*y^ 

Mantatlus sends his henchmen, Gil and Holm, 10 assassin-are 
I he PCs if their Investigation makes much progress nr if he's 
warned hy Catclten or Anteashara. Individually approaching 
the PCs on a busy street, they attempt to plant gold coins in 
the party's purses using Iheir Pick Pocket skills. The coins- 
which have been treated with a tight coat of contact poison - 
are called ’'goldbugs’ 1 in Night Mask tinge, a reference lu a 
legendary in set; I resembling a gold coEn. 

continued g-tv rtCKf pa£c . „, 
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The assassins scatter if noticed, spilling goldbugs as they 
flee in hopes the PCs will think the cash is iheirs and pick it 
up, PCs who handle the goldbugs must make an immediate 
Fortitude saving throw (DC 12), as well as a second Fortitude 
save 1 iiiinuic luujr. Failing eilher save results in an affected 
PC raklTtg ids points of Constitution damage. Note that PCs 
must make one save for each coin handled. Being exposed 
once does not make someone immune to exposure later, 

Cold bugs; Contact, Fortitude save (DC ie); initial and sec 
ondary damage ids temporary Constitution. 

Intertlyk fiy/AP in tut flfoni 

At yrnir discretion, the Night Masks might attempt to swipe 
Ksthkplan's stash of royal jelly one night in a raid on the 
Silent Siren. You should wait, however, until the PCs have 
settled down for the night before bunching the attack. 

CatcliPon and Anfeashara join the raid only if Itb evident 
ihe party alr eady knows they’re Night Masks. Otherwise, the 
couple stays out of the .skirmish, observing from the shadows 
across the street. If this encounter occurs after the PCs have 
encountered Catelibn and Antgasharo in the Atrium and the 


pair escaped, Ihey are more than willing to test their steel 
pgainat that of the c ha racier s. 

Before the ambush, Gil and Holm pay to spend the night at 

the tavern and are feigning sleep in the shadows of the com¬ 
mon room when The snack stans, 

Manfarlus' cannot scry specifically for rhe royal jelly, since 
he hasn't had contact with it, but he uses locate object to 
divine where any half-pound jars rnighi be, then casts sum 
mon monster t, ordering the oritiers 1 o attack whoever car¬ 
ries them. Gil and I Idm attempt to sneak attack any. PCs who 
don’t suspect their Night Mask affiliation, 

Meanwhile, the wizard uses spider climb, snvisibtftty: and 
unseen servant as needed To swipe rhe j a rs from fal len foes. 

All Night Masks in the fight concentrate on killing Kaih- 
Mlan and swiping the jars of royai jelly. If the combai goes 
against the villeins, Mantatlus runs low on spells, or rhe Night 
Masks nab I Ik royal jelly, ihcy each flee in separate direc¬ 
tions. The wtia rd casts invisibility from his scroll once out of 
sight His henchmen climb wails and hide on top of buildings 
to evade pursuers. 


EMEHCE AVJAm 


Summarized below are the Encounter Levels (EL) for all rhe encounters 

in " ITiirds oF Purloined Vellum," as well as story awards for key events in 

the adventure. 


Area Encounter 

EL 

4 ' Thugs. Human Corn (fi) 

3 

C 4 Catellion, Male Human Kogg 

3 

4 “ Anteashara, Female Human Rogi 

< 

<f Thugs, Male H uman Wan it) 

1 

G 4 ' Mantatlus, Male Human Wizq** 

4 

Gj v” Shock itig Grasp Traps (2) 

i ea r 

G7 y* PI liars of ParthenopR 

4 

t f Madame Lamia. Female Human Rogq 

4 

t 4 Gil, Male Human Rogi 

1 

4 Holm, Male Human Rogi 

1 

x 3ee '"Beginning ilic AdvcrUur c" fus delalls. 


If Mamariu-s is accompanied by Gil and Holm, this is an EL & encounter. 

f See "Interludes’' for del ails. 


Evenl 

Award 

PCs save Kathkallan 

50 XP 

PCs srack Galliad to The Platinum Quill 

XP 

PCs successfully question Gheldleg and Rosesbade 

as XP 

PCs successfully question- IMashafeen 

as *P 

PCs save Kathkallan from assassins 

100 XP 

PCs prevent the Night Masks from stealing rhe royal ;nliy 

lop XP 

PCs determine The location of Mantallva and ihc contracts 

o_ 

X 

0 

lO 

PCs retrieve ihe contracts and return them to Kathkallan 

300 XP 

As ihc DM, you rnusi determine whether story goals 

are “successfully'' 

completed by the PCs. PCs who must frequently resort to brute force or 

other tactics not especially surted to the adventure m 

ight only receive 

half experience for accomplishing a specific goal. 



to Tezilr. Moreover, If any NlghT Masks escape, 
the organization learns of Kathkallan's bee farms 
and sends a team to destroy them. 



This module can be used as part of your ongo¬ 
ing campaign. Here are some adventure hooks 
that play off the PCs' success; 

■ The PCs will most definitely make an enemy 
of the Night Masks in this adventure. This would 
make any trips to or near Wcstgatc quite inter¬ 
esting in the near future. In fact, having dis- 
rupted such a lucrative deal, iIib Nfglu Masks will 
very probably take It upon Themselves to pur a 
bounty out on The PCs' heads. If Mantatlus or 
other N^ghf Masks in this adventure escape* they 
could make excellent recurring villains. 

• The merchant Kathkallan will now see the 
PCs as a potential ally, hie might be interested iri 
hiring them as personal guards, or possibly for 
his farm. If he later hernmes interested in trad¬ 
ing his royal jelly Farther afield, the PCs will be 
the first people ho calls to guard any caravans 
heading out of the vicinity of Tcziir end Athkatla, 

- The Shadow Thieves might sec the PCs as a 

group il'ial can be easily manipulated into serv¬ 
ing the guild's goals. PCs could very easily 
become caught up in one or more of the Shadow 
thieves' plots, forced into the shady side of 

Athkatla through the maneuvering of the schctn 
ipg guild. £1 

Graham writes: “As the managing editor of a 
Southern California business puma! and a D€ttD 
player for a a years, fve become fascinated by 
corporate intrigue, city adventures, and exotic 
locates. This oh venture combines oil three" 


64 septembcr/octobcr £GOl 









MAKE IT BIG 



artwork by D aval Day * cartography by Christopher West 


‘Make It Big ” i$ 0 DOrQ Side Trek adventure for four gth-level PCs bur con be modified 
for stronger or weaker groups as noted in the “Seating the Adventure” sidebar below. 
This adventure is designed to "reword" the long-suffering player who spent skill points 

on underused Craft or Perform skills in the name of role playing, In lieu of that a bard 
serves nicely. It mainly takes place in tow hills near a thorp or hamlet. 


] Magic Items ^ Monsters f Won-Player Characters (NPCs) ^ Objects '0 Settlements -g Traps 


A&v^ri tv ft B^cx$rovn& 

The hill grants of the lower slopes have enjoyed many years of 
plundering, smashing, and ravaging the area. They particularly 
enjoy picking on the nearby hamlet of Humhollow. However, 
after years of living in squalor, some have become dtesatlsfied. 
They want the finer things in life: good clothing, better 
weapons, nr music tn help pass the long nights. 

The giants' leader, Ulk, is a little smarter than the average 
hill giant, and Far more shrewd. He has bullied a young halflirg 
From Humhollow named Benry into being his spy and atoolic in 
the surrounding countryside. In return, Ulk promises that the 
giarils won't throw rocks ai Benry. lira family, or their liouso 
(sometimes They do anyway). 

Benry feels no ioyatry ro the hill giants bur fears what they 

would do to him and his family if he disobeys or runs away. 
Further, he lives pretty well off the giants' discards, so he 
obeys. 

When The PCs arrive in Humhollow, Benry reports their 
presence and abilities to Ulk. Ulk commands Benry to get the 
PCs tn enme tn the giants.' camp and use their wondrous skills 
and abilities to make the giants' lives more pleasant. 


for The Dyrwoti A^Wnr 

This Side Trek begins once the PCs leave Humhollow. 
Presumably they spent enough time there to heal up and 
restock supplies, meeting a few people and gaining some 
attachments or rumors. While lhere, the townsfolk might men¬ 
tion the giants in much the same way as an occasional naiural 
disaster. They arrive suddenly, do some damage, and leave. 
The giants' raids are commonplace enough that they tolerate it 
with little complaint, 

Lurking Behind 

Once the PCs are oui of sight of I he luwn, they can make a 
Spot check (DC 15} id notice that They are. being followed. Even 
if no one notices the short, skulking figure in the brush behind 

them, Benry reveals himself when he comes within 30 feet 

“'Ladies and sirs; I apologist for creeping about, but may i 
speak to you For a moment? You might have heard abou! a 
band of hill glanrs in The area? They.... the giants, I mean, 
have sent 3 message for you They want you to go to ihelr 


BALING THE ADVEMUftE 

This advenmre was designed for four gth-level adventurers. 
The challenges e;m be modified to suit 3 lower- or higher- 
level party as follows: 

gth- to 6th-level PCs: Reduce the number ol hill giants 
with Ulk to ifiree; reduce the number oT dire wolves 10 one. 
Remove ihe folding boai and 2,500 gp Tfom I he valuables 
cave (cave E). 

yth to fith-level PCs: Reduce the number of hill giants 

with Ulk to five: reduce rhe number' ot dire wolves to one. 

. 

Remove the folding boat and 0,000 gp From ihe valuables 
cave (cover EJ. 


loth- to nth level PCs: Upgrade hill giants to stone gianls, 
and dire wolves ?o dro bears, Add another jy.ouu gp worth 
of treasure. Try 10 find treasure rhai will hr a challenge to 
remove from the cave. The caves also must be enlarged to 
accommodate their forger occupants. 

iath- to igth-level PCs: Upgrade hill giants so stone giants 

and dire wolves to dire bear s. Increase ihe number of giants 
will 1 Ulk to 3;s (one male, crie I ei 11 tile), liter ease dse number 
of dire crcaTurcs ro five. Give Ulk two levels of fiehrer, and 
make one of rho other gianis a as r-level cleric Add another 
50,000 gp worth ol treasure. Iry to selecl treasure that will 
be a challenge 10 remove from ihe cave. The caves must also 
be enlarged to accommodate rheir larger occupants. 
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camp and raik to them. If you don't, they say they will crush 
our rown after you leave. Will you please Talk to Them? They 
want you ro come today. I can lead you there. They proba¬ 
bly won't hurt you," 

4 Bunny, Male Having Comij CR Va; Small Humanoid {3 
Pt. i in,}; \ ID *d4; lip 5; I nit i-g; Spd ao ft.; AC 13 E+r size +2 
Dex); Ark +3 ranged (11J4- sling); SQ halflSng; AL N; SV Fon +i, 
Ref +3, Will +n; fttr ft, Dex Con io, Int i?, Wis g, Cha m. 

Skilts: Climb -r-6, Handle Animal 41, Hide +b, Jump, + 3 , 
Listen +5, Move Silently +^, Profession (Farmer) +3, Spo! +a; 

Feats: Skill Focus (Climb). 

Possessions: Sling 1 , knife* pouch with nuts inside, 

Beriry sheepishly explains his "suTvani-boy* relationship 
wlTh The giams only after the PCs pry it our of him. Benry dnes 
not want his Family to find out about this; they would be scan¬ 
dalized, He as sure that the giants will follow through on their 
threat if the PCs do not come. 

Report for Duty 

After a couple of hours nf overland travel across several 

steep till Is, you come upon a hillside pockmarked with caves. 

Several small uprooted trees fuel a bonfire near the lower 
caves, and three female hill giants huddle around it cooking 
a bear on a spit. Another male hill giant stands on guard with 

a dire wolf on a rope. As soon as you move into view, the 
wolf strains against the rope, snarling and barking. The guard 
yells out something In Glanl f'Utk! Little people here!” For any 
PCs who speak Giant], Seconds later; a large, shaggy head 
pokes out of a cave halfway up the hillside. Then the head 
withdraws and a whole giant leaps out of the cave fo rhe 
ground some 20 feet beFuw. 

if Ik is rhe only one among the giants who speaks Common. 
I hanks to Benry, he knows how many PCs were in town, what 
race each was, and how heavily armored each appeared to be. 
If the PCs fail to appear in rhe same number and proportions 
that Benry reported, Ulk questions them about discrepancies, 
Thun lie begins; 

,J You look around, and maybe you Ihink, These giants got 
good caves* plenty to eat, lots of people to steal From . . , a 
pretty good life. 1 You'Ve maybe wrong, Wc kill what we wont 
and suck the bones of our enemies, sure* but Ulk thinks, 
maybe there's more" 

''Benry says you Ihile people can make stuff. So you make 
stuff for us and sing songs and dance for us If you don't, 
well go crush that town.'' he points tn rhe direction of 

Humhollow, "flat.” He chuckles and seems to get bsi in rhe 
l houghi of i E. Then ho Snaps back and eyes you warily. 
"Maybe you don’] wanr to do that. Maybe you think you 

warn 10 Fight. Maybe you think you're tough, Maybe vou are 

rough, flu 1 we Ye more Than you. Even if you win, we still 
hurt you a lot. And any ot us who live is gonna get lhar lit 
tie town. So you think. You gonna help us? Or we gonna 
hove to crush you end that town?* 

Cr-ea lures 1 EL 15); UK's bund con si sis ul y male hill giants 
and 4 dire wolves, plus 4 female non-combatants. On The day 
he expects the PCs to arrive, he has stationed one giant tn 
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each cave on fhe hiJFside (except for his cave. The valuables 

cave, and the dire wolves' cave) with a supply of hive throw¬ 
ing rocks each. He has stationed another in the dire wolves' 
cave, crouched and ready to release the three wolves if the 
PCs attack. The other two giants move behind the PCs with the 
fourth dire wolf, ready to our off Their retreat. 

p Ulk, Male Hill Giant (i): hp tig,: lot in, Wis is? Saves: Will 

+7; Monster Manual g&„ 

Feats: Cleave, Iron Will, Power Attack, 

Possessions: Grcdtclub, bqg containing 5 throwing rocks, 
too gp, hides and furs. 

p Hill Giants (13); hp 102 each; Munster Manual yfi. 
p Dire Wolves (4): hp 4 5 each: Monster Manila! 57. 
Tactics: IJJk has prepared his followers for the possibility 
that the PCs might try to cast a spell on him. If U!k starts act¬ 
ing in an unusual way, the giants have orders to grapple the 
PCs and subdue them into unconsciousness. If that happens, 
skip lu the events ar Bed Time, In addition, any PC who is seen 
casting a spell Is Instantly targeted with many thrown boulders. 
Development: 1JIk allows the PCs a few moments to discuss 
things. If the PCs try to fight, LHfc is prepared to fight back. If 
the PCs try to negotiate, Ulk is open, but impatient. He believes 
ho has the upper hand, and he wants the PCs to gel started 
making his life caster. 


Once the PCs accept Ulk's terms, he wastes no time. He 
points at the primary skilled character who Benry reported on 
and says, "Benry says you ’re good st {f i If in the blank}. Zat so? 
What you need to do that ?' 1 Any reasonable equipment th c PC 
asks for will be appropriated from a nearby town for their use. 

He I hen turns to each 01 her character and asb, H( Wbai can 
you do?" 

Any PC who does not claim to have any special skills will be 
given menial (possibly disgusting) tasks like cleaning caves, 
personal grooming of various members of the band, or mend¬ 
ing the gate over the dire wolf cave. 

Within a few hours, members of Ulk's band will Itave 
returned with necessary materials for nearly any mundane 
Craft or Perform skill If a Craft skill is used, Ulk demands that 
the PC get to work. It appropriate (for Craft: cobbling, for 
instance), you might asses a -2 circumstance penal fy againsi 

any Craft skill checks for working on a larger than norma! 
scale. If it is a Perform skill, Ulk demands that all the PCs be 
ready To entertain ai the fire that night. 

Bed Time 

Ones night falls and any labor or performances are finished, 
Ulk says to the PCs: 

"Okay, time foi you 10 sleep. YuuVe 
valuable, so you stay in ihal cave'" He 
points to a cave up the slope, approx¬ 
imately 30 test off the ground. A 
sturdy wooden gate blocks the 
en trance. "Norvo and Kesk wi !l pul you 

there, Norval Kesk!" He shouts orders 
to them in Giant. (He also says 10 them. 
'Pur the other halfling in. tool"! 
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Norva climbs up to the ledge and 
unlatches the gate. Kesk then roughly 
hands the PCs and Benry up to Norva 
one ai a time, who deposits ihem in I lie 
cave (area E). Norva then doses and 
secures The gate. 

Once the latch is secured, Ulk climbs 
up to the gate and presses his face 
against it. “You better be there in the 
morning or else we crush that town, you 
remember? tie !1 heh. Ivfe got you." Ulk is 
very proud of his joke. 

Though usually sloppy, the giants 
have paid careful attention to ihe gate 
protecting this cave. The latch is heavy 
and secure, requiring a Strength check 
{DC 23) lo upon. Any Small characl cr 
making a successful Escape Ariist check 
{DC 15) can slip between the bars of the 

gate. Climbing up and down the hill is 
relatively easy (DC 10) but must be done 
quietly after hours. 

Tactics? Norva and Kesk alternate 
guard duty at night. They do not watch 
carefully, however, and either giant has 
a 40% chance of being asleep at a given 
time. There are no other guards, but the 
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The caves in rhe hillside serve various purposes for rlie giants. 
They have one roughly hewn ledge large enough for a giant to 
stand on that runs The length of The hillside 20 feet up. The Top¬ 
most cove also has another, smaller ledge. 

A. Storage: This cave serves as pantry for dried foods and 
special storage for firewood, tools, extra throwing rocks, and 
other hems ihe gianls want ro keep handy but don't consider 
"valuahteT 

B. Females' Sleeping Caver The female giants stay in this 
upper cave. They generally sleep Together in a heap on a bed 
of furs. They have nothing of interest here. Sometimes they 
leave hides or food to dry on The ledge. 

C. Ulk’s Cave: Ulk lakes ihe central cave fur hrs own, OiFier 
giants are not allowed inside without his permission. Ulk also 
closely guards access to the female giants from here, using 
mating privileges as reward or punishment for his warriors. 
Ulk sleeps on a Tapestry he side from a traveling merchant a 
few weeks ago. If the PCs try to take it, it weighs about 100 
pounds, and is worth 300 gp, 

D. Wolf Pen: A crude wooden gate blocks This low cave 
where the giants keep the dire wolves penned. The wolves 


gnaw on the gate and press against it ovary Time someone 
comes near, leaving ihe gate in constant need of repair. On a 
Strength check (DC so), the waives break the gate and rush to 
attack any living creature that isn't a giant. 

L Valuables Cave: By Ulk'a command, the giants keep their 
valuables hero locked behind a solid gate. This is also where Ulk 
puts ihe PCs at night. The valuables consists of; 

* Two enormous bags of gold coins (9,000 gp, t8o pounds 

each). TTto bogs are tied loosely, and one has spiled all over 
the floor, , , - 

. A life-sued bronze statue of s gnome paladin on a war- 

ponyft, 500 gp). 

* A 4 foot tall, decorative iron urn i6oo gp, zoo pounds} 

* A /hiding boat, unfolded, in a 4-fooT- long boat form, (The 
gianlsj brought 11 here and accidentally said the command word 
once Inside. Now they can't change It hack.) 

F Meles" Sleeping Cave: This cave also opens up at cave 
H. Male giants who are not on guard duty sleep here. They 
also sleep on furs, but tend to be more territorial than the 
females, and sleep separately. 

G. Guard Cave: Wlten Ufk appoints a guard, he usually 
keeps watch from this shallow cave. 

h. Sleeping Cave: This is another opening into cave F. 


dire wolves all sleep lightly and receive Listen checks (made 
with a -4 penalty) against any PC's Move Silently check if the 
PCs attempt lo sneak around a I 1 night. If uric wolf succeeds, 
they all wake up and bark and growl ar rhe PCs. The giants will 
he awakened by the noise, hut check on The wolves before the 
PCs, since the "'stupid wolves" do this often enough to be a 
nuisance. If this happens on successive nights, Ulk begins to 
get wise. 

Doing the Job 

Over the next week, rhe grants keep the PCs busy with vari¬ 
ous tasks. They often harass or insult the PCs, toss halflings or 

gnomes about, and sometimes deliberately ruin a project or 
performance and laugh heartily. Ulk goes out of his way to 
taunt the PCs, reminding them that he has the upper hand, and 
lhal if fie doesn’t like the jub ihey do, he'll crush Mum hollow, 
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At the end of the week, each performing or crafting character 
makes a skill check. If ihe r oll fails, the giants are incensed. Ulk 
immediately decides to take his displeasure our on Hum hollow. 
If the PCs take ao or otherwise do a superior job, Ulk is so 
happy that he releases the other PCs, but keeps the excellent 
performer as a pet. ff the PCs take 10 or do a merely compe¬ 
tent job, Ulk is satisfied and simply lets the PCs go. 

If the PCs killed any of the giants or wolves during the 
adventure, give them experience points as appropriate. If rhe 
PCs did their jobs, resisted the taunts and threats of the giants, 
and Hum hollow stayed safe, give them experience For a UH 9 
encounter. If they also managed to sneak the treasure out of 

the giants' caves without killing the wolves, give them experi¬ 
ence as if they had de Feared ihe wolves. 

If the PCs kill or rout all the gianis. ihe residents of 
Humhollow are; very happy and offer their humble hospitality 
for as long as the PCs wish it. If Benry’s involvement comes 
out, he will bo shunned by the town, but not his Family^ 
although they will be sorely disappointed with him, £3 
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The Seventh Arm 

Six Arms isn’t Bad Enough 

by Tito Leati 

artwork and cartography by Stephan DanJele 


me Seventh Arm ' is a Df/tD adventure for Four yth-level PCs , easily adaptable 
tor heroes of levels 3-if and suitable as a starting point for higher-powered 
challenges. No particular PC classes are required to com pi ere it successfully, 
although a cleric with the Law and/or Good domains could be especially useful 
ro the party , The module can begin in any large town of the DMs campaign 
setting (referred to here as "the town”), with the heroes being hired by an 
important town official. The deities mentioned can be replaced with 
gods more appropriate to the campaign in which you set the adventure. 

# 

i Magic Items •f Monsters f Non-Player Characters (NPCs) S Obiects # Settlements -f Traps 


Akvmtyri &moPiB 

Walking the streets of a large town after sunset, the PCs wit¬ 
ness a local aristocrat, Kalier Goloda, being accosted by 3 
hooded malt. Frightened by the heroes, the assailant runs 
away, leovipg his victim dying. Healed, the aristocrat explains 
how he wag attacked by Corlag, a rogue employed by hint for 
an espionage mission. Cor lag, a trusted hireling until now, was 
following the tracks of a false merchant, Odals Abnta, who 
tried to snatch a medallion from Kalier using magic. After the 
failed attempt, Odals probably took refuge in the nearby 

Tarwood, once the home of the infamous wizard Yenejg Togan. 

The aristocrat asks the PC to complete Coring s mission and to 
find out whal has caused (he rogue's murderous madness, 

Odals Alzota Is actually a sorcerer named Jalnos Tyskie, an 
adventurer determined to recover a hidden treasure left by 
the long-dead Yenejg in a cache under Tarwood. The sorcerer 
knows that the wizard’s old medallion, now kept into the city 
treasury, is a magical key to reach his objective. Needless to 
say, the medallion is the very one that Kalier successfully 
guarded against the false merchant. The recenr facts and 
Yenejg Tngan's shady background make the city treasurer fear 
I hat some evil is at work to bring ruin to his beloved and pros¬ 
perous city. 

After accepting Kalicr’s patronage, the PC can try to 
reconstruct the past through local rumors and an account 
written by Falerjan, the lawful cleric who destroyed Yenejg 
Togan and his demonic ally. FenfavasTa. Then, after a short trip 
to Tarwood. the heroes must deal with the diverse monsters 
that still inhabit Yenejg's tower, In the tower dungeon, the 
encounter with Jalnos TyskEe could earn them an ally or an 
enemy. Finally, the PCs must use the wizard's medallion and 
solve a puzzle to enter the former lair of the demon 
Penfavasra, where the Lower Planes are just a step away. 



Seven decades before the beginning of the adventure, an evil 
conjurer of demons named Yenejg Togan ruled the town For 
three years. In local chronicles, this harrowing time is known 
as the Rule oF the Seventh Arm, for Yenejg was regarded as 
little more than a limb uf liis mosl dangerous accomplice, a 
marll Irh named Penfavasra. Before overtaking The town wlTh 3 
coup, the wizard lived in a secluded tower about ten miles 
from The city gates, built after a lifetime of adventure and 
magical research info the dangerous fields of summoning 3 nd 
necromancy. The forest around Yenejg's abode, Tarwood, was 
3 frightful place, shunned by hunters and travelers alike. 

Dining his First five years In Tarwood, Yenejg conducted 
many foul experiments in the dungeon of hss tower; then, 
obsessed by secrecy, he started looking for a really secure 
place to further his activities without unwanted interference. 
Probing the underground with divination and elemental spells, 
the wizard located a nearly inaccessible cavern about zoo feet 
deep under a rocky hill lit Tar wood. Yenejg reached ihe cav¬ 
ern easily with a refeporr spell; once There, he worked hard to 
build a shrine dedicated 10 his craft, enslaving many extra- 
planar eniities as guards and assistants. 

In the following years., he made proselytes among criminals 
of the nearby city to obtain a ready supply of human sacri¬ 
fices, using his sorcery to subtly beguile and corrupi many 

aristocrats. Finally. Yenejg summoned Penfavasta to support 

his definitive rise to power. He housed ihe marilirh in his 
secret cavern and persuaded her to serve him with the prom¬ 
ise of an entire town to feast upon. At first, Yenejg employed 
Penfavasta as an infallible assassin and unbeatable bodyguard: 
The wizard simply called the demon with a special medallion of 
his own construction, and die rriarililli arrived ins i am I y using 
her reimport without error ability, Soon, all opposition was 
overrun by the sudden and deadly appearances of Penfavasra 


Dungpon 7s 







THE SEVENTH ARM 


BALING THE AM/EMTUM 

"Ihe Seventh Ann" was designed lor four average Tth-levd 
F’Cs, adding some more difTitully in ihe see ref cavern (ureas 
21 34; to reward the recruitment ot Jriinos lyskie in the la si 
par 1 of ihe adventure. The PCs are likely to nnorj ;i period ot 
rest he fore entering the secret cav&m, and this could coincide 
wirh rheir coming back lo borrow Yentjjg’s mod a II ion from 

KaEicr, The oncounlci with Typnzktir (LL 13) can bo dangerous 
lor a /\ h- level party, and you should be careful wilti ii. 
Anywtiv, ihe fad rhai ihe vruck rs summoned makes him a III 
s le wea kfi r, mai nfy because he can no 1 use his ab 111 y 10 call 0ther 
demons at Ins side To adapt ihe adventure for higher or lower 
level parties, you can make ihe toll owing changes: 

Levels 2-3: Ihe adventure, wirh its involvement wirh pew 
erful outsider and deadly traps, was nor written tor such low 
level PCs. With such mi inexperienced pai 1 y, you lju run only 
1 he Ural pert of the advenlure. keeping Yenalg's mi mint from 
1 he PCs lj nril 1 hey n rn to 1 jgh 0 no 1 igh I'o r I Iia sac re r c avem I n 

this case, you should follow the guidelines for levels 3-4 Escc 
below), and beef uji the party with one or two NPCs from 
Shnpio Oow level denes, druids or rangers, see the NPC tables 
in the Duwtf&v Mastzr's Guide). I lalve the numbei uf bug¬ 
bear 5, uiid assume ihui Wurzohk weni ;iway ro rhe mecr rhe 
chiefTain of his Tribe. Hake rhe ghast in area 7 a normal nne 
{j\ Hm. nr change if into a pair of ghouls. Heduce ihe water 
elemental in area sb to Small size. Reduce Gfeir to a very low 

a rn 0 un I of Tip and make her Hera Fter heir g 51 ru ck by a a ingl c 
blew. Make James Tyskio I real I he PCs with contempt (sec 
"Dealing wirh the Soixeier''L mid let I hit sorcerer id! the 
be rocs to come around when they arc grown up. 

Levels 3-4' Reduce by four the number of bugbear males, 
and assume that Gteir and loadsiool have fought to claim 
Cor lag as a victim. Supported by the bugbear a, the lamia has 
won r and the fiendish caretaker was killed. Toadstool’s corpse 
can be Sound in area s. I he bugbears have invaded ihe luwer 
aod 1 iA t; 11 Eif! u f 1I itr cai v. i ake r f s be longings I n area 2 0. Glclr is 
sritl wounded whan the PCs arrive in Ihe dungeon (10 points of 
damage) The water elemental in area 12 should he a Mediurn- 
sDed one, in ihe sec ref cavern, you should Substitute the 
roper in area 25 wirh a leaser menace I some darkmantles or a 

single grid), Take away ihe vrock, replacing it with a Medium¬ 


sized air elemental Instead, Reduce ihe damage. 10 hit modi- 
tiers and save DCs of ihe traps in areas aG -31. Let ihe 
entombed kyioi't in aieu id I'tglil with only otic chain. Pm only 
one fiendish gfradon m area 34. Jainos Tyskie should he only 
ylh level, wilh his cloak fit pWimias iIia onlv magic item. 

Levels 3 b Reduce by I wo the number ol bugbear mates, 
and assume that Toadstool was struck by ihe illness known m 
1 he Shakos (see I hr Dungeon Mastlh'.% Gukte lor del ails). Ihe 
disease reduced ihe caretaker's Dealer!tv lo a 'Inn 4. AC /). 
Thu Shakes also proven t Toads tod from rc loading The imp in 
area 1. In itio secret cavern, you should substitute Ihe roper in 
area 25 with some grteks. Replace the vrock in area 57 with a 

Large air- elemental. Put only Iwo Mur,disk giradons in area 34. 
Jninos lyskio should be only ylh level, 

Levels S-q; Increase ihe number ol hughe a 1 s. Give 

Wurzokk and Toadstool one or two war rior levels. Pump up the 
monster encounters in numbers and/or levels. Increase the 
damage, attack modifiers and save DCt ol ihe traps in areas 
aG-^r. Jambs tyskie should be 91b level, wirh one 01 iwo addi¬ 
tional minor magic items. 

Levels to 11: Double ihe number of bugbears. Give Toadstool 
three or four warrior levels. Pump up he mumiui i ncuunierj 
in number s m nd/or levels lo a greater degree. Increase the dam¬ 
age, arrack modifiers and save nfis nf the traps in a re at 28-31, 
adding deadly spell combinations. Jainos ly&kie should be nth 
Wei with two additional magic ilerns, tdoie that a 9 rh-fey el 

arcane spellcaster in the pjt'ly might be able to go to and from 
the secret cavern wilh hia or her own tcMpon infill 

Leveb higlicr- flmri n: ii is nui riii'lFculi 10 run this adven¬ 
ture tor higher levels, due to the extra-planar nature nt rhe 
mnnsTers, the possible way to ihe Underdark in area 25, and 
the gate device in area 32. Ihe secret cavern neigh■ be a dart¬ 
ing poini For exploring the Abyss or the bridgebcEtd of some 
demonic invasion. Put a "serious" gang of demons in area 27 
(see the Momtsr Mmuat foi suetic heisiv teams), ami no PC will 
complain sbotii ihe adventure being “mo easy." 

An increase nr decrease nf rhallengr m, he adventure 
must he matched by a similar scaling ol the amount ol treas 

ure. "Ihe Seventh Arm" can cl Ft liver up :o gg.ooo gp worsh of 
treasure (discounting Jam05 lyakic's belongings, v/hich 
Include ibe magic lamp in area y). Adjust ihe amount uf treas¬ 
ure as you adapt the adventure challenges. 


at Yfmnjg's side, and the wizard became the absolute monarch 
of 5 terrified town. After his definitive victory, Yenejg 
amassed the treasure stolen from his slain enemies in the 
secret cavern, which was watched ever by the ever-vigilant 
tanar'rf. To reach the place easily with groups of.servants and 
vie lift is, Ihe wizard enchanted two special teleportation cham¬ 
bers: one in his old rower and one in the p^ace he occupied 
an town as rhe city ruler. The same medallion he used ro call 

Penlfavasta magically activated these rooms. 

The next three years passed as an uninterrupted nightmare 
for the town populace, crushed under the oppressive and 
murderous rule of Yenejg, whu sacrificed more and more vic¬ 
tims to the lords of Abyss. As his power grew without control* 
The haggard wizard was often seen by his servants babbling 
nonsense and rubbing his medallion, until a slydooking, bejew- 
eled young woman (Penfavasta in disguise) came oul of the 
shadows with some vib advice. 


News of the unbearable sufferings of the? town spread and 
came to the attention of the church of St. Cuthbcrt. Shortly 
thereafter* a high pricsi named Falcrjan gathered a party of 
heroes and knights to overthrow line lyraril end his abominable 
rule. On a glorious and sunny morning. The entire population 
of the town arcs* against the wizard's troops as soon as 
Faierjan and his small army arrived at the city walls, opening 
the gates to The liberators. Later, after many hours of Fightiiyg 
in the streets, the high priest and his party assaulted Yenejg's 
palace, whore Pcnfavasta rushed to defend ihe wizard in her 
horrible demurs fuim, In rhe successive battle, all of' Falerfan’s 
henchmen fell before rhe marliith was finally deferred. Left 
alone and drained of his magical resources, Yenejg tried to run 
for his teleportation room in the palace, but was blocked and 
slain by Faierjan himself. In the night after the battle, Yenejg'a 
palace was looted and destroyed by 3 mob of angry citizens. 
At dawn, the mad wizard's corpse was burned at the stake. 
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In the next monfos, the priesthood of St. Cuthbert re¬ 
established a lawful government in the town. The i ubble of the 
tyrant's palace was removed and a new city hall was bullr over 
its foundations. Before departing, Falerjan wrote a brief 

account of his adventure and clpsed it in a small chest with 
Yenejg’s medallion. The high priest gave the casket to the 
newly appointed city treasurers Brolin Goloda, asking him to 
keep it jealously until his return. Palerjan’s intention was to fur™ 

I her hrs investigations un Yenejg's pusl activity, but npi before 
rhe settling of more urgent manors. Unfortunately, the high 
priest, kept away by his many commitments, never came back, 
to follow the evil wizard's tracks. 

Now, after seven decades, the town has prospered, assum 
ing its present, happier aspect. Most commoners have forgot- 
len the Rule of die Seven I It Arm, arid no evidence of il lias 
remained inside the city walls. Yenejg's tower and the secret 
cavern, however, still lie in the nearby Tarwood 

Lieven days before the beginning ot the adventure, Kalier 
Golode-the descendant of the old city treasurer-received a 
visit from e rich looking, acif styled merchant of arcane and 
exotic goods, who introduced himself as Odata Alzofa. Quite 
oddly, this man knew a lot about Yenejg's medallion and its 
current collocation in the treasure vaults of the town. Odals 

told Kalier that he wanted to buy the object for one of his best 
customers (a wealthy collector living in a distant country). The 
merchant offered, as an immediate payment, the sum of 500 

gold pieces. Kalier was impressed by ihe proposal, as he barely 
recalled ihe medallion himself. For I his reason, he asked for 
Time to think about the deal and to see whether the old Thing 
was still among the city's Treasures Odals agreed to come back 
three days later. 

Kalier found a casket containing the medallion after a thor¬ 
ough search in the cellars of the city hall. He also read an 
attached document written by Drolin Goloda, his ancestor, 

which said that ihe object had to be kept in The treasury until 
the return of Falsrjan, high priest of St Cuthbert, and that 
nobody else should be allowed to take it. Inside the casket, 

beside the medallion, Kalier also found Falerjan's account, writ¬ 
ten in Celestial (a language ho could not read). Even though he 
figured Falerjan was certainly dead of old uge by now, the 
treasurer was bound by his ancestors orders. He decided no! 
to sell the medallion to the merchant, at least until he better 
i inderstood the object and its history. 

When OdaSs returned to the city hall, Kalier asked him how 
he knew about the medallion; the merchant calmly answered 
that he learned about it in a remote temple of Si. Cuthbert, 
reading a biography of Falerjan (who had been dead for forty 
years), Kalier asked for three more days ro "consult the city 
council" before selling the medallion. The merchant was visibly 

disappointed but agreed to this further delay, adding that the 
next visit would bs his last and raising his bid ro Goo gold 
pieces. After Odals departed, Kalier called Corlag, a half clvcn 
rogue occasionally employed as a spy by the town authorities, 

in id otdered him lo shadow she iiiurchaii: and gal her informa¬ 
tion about him. 

Cor lag followed him from a local inn to the wilderness of 
Tarwood. Worried by grisly tales of the forest's occupants, the 
spy went no farther and returned to report his discovery to 
Kalier. After receiving this information, the city treasurer 
decided to keep the medallion from Odals, afraid foot i he mer¬ 
chant was somehow connected ro the tyrant Yenejg Togan. 


When Odals came again to buy the medallion, he faced a 

neal refusal. Wilhuul allowing disappointment lie asked lo ai 
least see the object. At Thai polm Kalier realized That Odals was 
trying some kind of magical trick fo hypnotism spell). Offended 
by the attempt, the treasurer tried for the guards and turned 
to draw a sword hanging on the wall. As soon os Kalfer grabbed 
the weapon, magical darkness filled the room. The, city hall sol¬ 
diers were held at bay by a magically blocked door that defied 

their- best efforts 10 break down. Panicked. Kalier slashed the 
air blindly as Odals uttered more arcane words only a few 
steps away When the door finally gave way and the darkness 

dissipated, the sorcerous merchant was nowhere to be found. 

Alarmed, Kalier ordered Corfag to ontcr Tarwood at once, 
Find out whatever was there, and report on any activity. To 
overcome ihe rogues fear uf ihe haunied focesii, ihe city 
treasurer gave him enopgh gold lo hire a small group of mer¬ 
cenaries. The day after. Corlag went to Tarwood with three 
companions. Unly Goring returned—with an odd and insane 
desire to destroy his patron. 

for tHi Pylori /^Wtir 

Yenejg Tugan's isolated tower stands over s low hill in The mid¬ 
dle of Tarwcod-a ruin overgrown by trees and brush. Only 3 
long-lived, monstrous caretaker named Toadstool was left by 
the evil wizard to keep an eye on his home, and nobody has 
entered the secret cavern below the tower for seventy years. 
Much oF the treasure stolen from Yenejg's victims still lies In 

whal was once Penfavasla's lair'. 

Four decades ago. a hand of hugbears cla Imeri parr of The 
dungeons beneath the ruined tower, becoming a constant 
menace for country people living around Tarwood. A lamia 
named Gleir has also moved in, making a deal of mutual toler¬ 
ance with the bugbeara. The outnumbered Toadstool is now 
forced to share the place with the new occupants. At the time 
the adventure begins, the three groups barely tolerate each 
other and are unable to cooperate. 

Odals Afzota is actually a chaotic neutral sorcerer (from a 

foreign kingdom) named Jainos Tyskie. Jarnos is a dedicated 

treasure hunter with a greedy passion for mqgic items, but he 
has another, stronger motivation to seek Yenejg's hoard. One 
of his arictislor Sh a ciiy notable befor e ihe Rule of ihe Sevenlh 
Arm. was murdered hy Penfsvasta. who snatched from him a 
magical ripg passed on for generations in the Tyskis family. 
Jainos wants to recover this item at all costs. I he sorcerer has 
gained most of his remarkable knowledge about Yenejg's 
medallion and Penfevasta's, lair with foe clever use of a 
recently encountered quasit's commute ability. (His invention 
of Falerjan's biography Is a plausible one: Even if the high 
priest was known for his habit to write memories of his adven¬ 
tures, nobody ever compiled an account of his whole life.) 

A month before his First meeting with the city treasurer, 
Jainos moved to Tarwood and, thanks to his sorccrous pow 
ers and false charm, was able to deal with its chaotic evil occu¬ 
pant After finding Yenejg's lelepu rial ion room in ihe 
dungeon beneath The wizard's tower, he devised a trick to 
acquire the medallion necessary for its activation. 
Unfortunately for him, the keeper of the item-Kalier Goloda- 
was strong and lucky enough to resist the sorcerer's hypno¬ 
tism spell, His attempt thwarted, Jainos escaped the city. Since 
then, foe sorcerer has been trying to think of another plan to 
steal The Yenejg’s medallion, so far excluding the possibility of 
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latter raises a dagger, but The first catches his wrist to 

stop i he incoming stab, After a few more instants of 
furious struggle, the window explodes in a shower 
of .glittering; shards as the robust figure is Thrown 
outside. The man falls without a cry. hitting the 
ground on a strip of grassy soil with a dull 
thump. I he hooded man leans out of the bro¬ 
ken window' and puls a foot on the sill appar¬ 
ently ready to jump down. However, he sees 
you and darts back inside. Use fallen man 
moves sightly and utters a painful moan. 


revealing his true identity and telling 

The stubborn aristocrat the truth. 


The PCs have two obvious choices; 
the victim or pursue The hooded man. Soon 
they hoar the crash of another broken win¬ 
dow toward The rear of the building, fol¬ 
lowed by she warning cries and running 
STeps of the ci ty watch. 

Aiding the Victim 

This is simply a must for good PCs, Even a 
cursory examination of the man reveals that 
he is dying due to The wounds received in The 
struggle and subsequent fall. Before fainting, 
he has only the strength to whisper; “That 
thief? Catch him!" A successful Heal skill check 

(DC 15.) or any curative magic is sufficient to 
tabilizc the victim and save hrs life. 

Creature (EL a); The victim—a middle-aged man 
wear ing a fur -lined Tunic and a golden necklace-is the 
aforementioned Kalier Goloda. 


3 ' 


Two days before the beginning of the adventure, Cortag's 
party, sent to investigate Tarwood, mer the humanoid dwellers 
of Yanejg's tower with disastrous results. All Three of the half- 
eifs companions wore killed by the bugbears in an rnnbu 3 h; 
Corlsg escaped only to meet the terrible lamia, who used! 
char lit person iu beguile him and learn abuui his mission. To 
retail ate against Kail or, the JnsTigator of Corlag's intrusion the 
lamia used her suggestion ability on the half-elf fo increase his 
resentment toward the aristocrat for causing the death of his 
Friends. Finally, the lamia sent Corlag back to the city, knowing 

that the h a If- elf $ aqger would cause a lot of Trouble To his 
patron and himself, Jainos advised againsT this decision, afraid 
of 100 much trouble with the town authorities, but this served 
only to further motivate the evil and whimsical lamia to do just 
as she wanted. The outcome of Corlag’s aggression on Kaiier, 
the fast background event before the PCs arrive on the scene, 
is described in the ''Beginning the Adventure" section. 

fiisirtnlins !h§ Amntyrs 

The adventure begins in Town. The following raxr assume that 
the PCs are walking The streets past sunset; 

As you walk In a deserted street, lit by a few suspended 
lanterns, you notice the flickering of candles behind the thick 
glass of a large, second-story window of a nearby, well- 

appointed building. Suddenly, the soft light is dimmed and 
made imfirmiitfinr by The shadows of two fast-moving fig¬ 
ures who seem to be having some sort of conflict inside the 
house. In a brief moment of stasis, you glimpse 3 lean, 
hooded man grasping the threat ef a robust opponent. The 


# Kairer Goloda, Male Human AH4; CR g; Medium-size 
Humanoid (5 ft. 9 in. tall]; HD 4dS+S; hp 27 (currently -1); In it 
-1 (Dex); Spd 30 ft,; AC 9 i-t Dex); Atk ig mdcc (now 
unarmed) or +a. ranged (now unarmed); AL IN; SV Fort +2, Ref 
to, Will 1-4; Gtr ii, Dex g, Con 12, Ini 13. Wis 11, Cha 13, 

SkUh; Appraise + 0 . Bluff -1-3. Diplomacy +4, Forgery +6, 
Listen +5, Profession (scribe) +5, Ride t5, Sense Motive +3, 
Spot 4-4, Swim ^3; Feats: Iron Will, Skill focus (Appraise), Skill 
Focus (Profession-scribe), 

Possessions: Noble's outfit, four golden rings set with gem§ 
(worth 420 gp, 270 gp, 240 gp, and 150 gp), golden necklace 
(worfh 3uu gp). 35 gp in pouch, Kalier is a very rich man who 
can obrain any kind of expensive equipment. His fortune 
amounts to no less than 20,000 gp r including a half dozen 
buildings within the city walls. He also owns a rnasterwork 
breastplate and many fine horses and weapons. 

Pursuing the Hooded Man 

Thu main entrance to the house Is locked from Inside, and all 
of the ftrsT-stnry windows arc closed hy iron bars. A nimble 
PC could quickly climb a rain-pipe (Climb, DC 15) and reach the 
broken window. Forcing the door or looking For another way 
in wastes time.. The beat choice is to circle the building and 
pursue the hooded man in the streets, if the PCs head For the 
ituise of shattered glass, either passing through The house or 
running around it r they see The Eean stranger jumping from a 
rear window across a narrow alley; he lands on the eaves of 
another buildipg and runs nimbly toward a cluster of slums, 

^ Locked Wooden Door; 2 in. thick; Hardness 5; hp eo; 
Open Lock (DC £0); Break (DC £2), 
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Crearure (EL 5): Die hooded figure-Corlag-is quick, Only 
exceptional swiftness or magic will allow PCs to chase him 
effectively In tfie darkness.. 

This encounter is ideal to stage a dangerous pursuit over 
the rooftops, where rogues, monks, and agile, lightly armored 
PCs can shine. Spells such as jump, spider climb, levitate, fly, 
and air walk arc quite useful m this situation. 

To run the pursuit, follow the guidelines below; 

* First, ihe player s must jusi dedans which members of 1 lie 
party try to pursue the hooded man: This has id be a quick 
deepen, and you should immediately cut out from the chase 
any PC who does nof slate his intent within 30 seconds of real 
time. Heroes wearing medium or heavy armor will have a dif¬ 
ficult time keeping up unless they have some method of 
enhancing lheir speed {boots of striding end springing or a 
haste spell, for example). To reach ihe roofs and start the pur¬ 
suit, a PC must ascend a ladder from the street (Climb, DC 0) 
or leap from the same window used by Corlag to leave KalTer's 
house (Jump, DC 14}, 

* Choose a scries of obstacles that the PCs must overcome 
to keep up with the fugitive in the Tursuit Events" table. The 
chase, which happens in ilie moderate darkness of a muuril 

night (one-quarrer concealment), is a quick and unpredictable 

situation, with the PC$ constantly on Ihe move, getting glimpses 
of Corlpg as he dashes in the shadows, hides behind chimneys, 
and jumps over dormer windows, 

■ To overcome a given obstacle, a PC must succeed in what 

is referred lo as a ,J key r oll 1 ' (a skill check). Failing one of these 
rolls, which are much like rhe crucial moments of an action 
movie sequence, cuts a FC out of the chase, (Kind HMs might 
allow two failures if the PC does not fall to street level with the 
first one.) Overcoming four obstacles should be enough to 
atop CorJqg’a escape (see ‘'The Fatal Jump"). 

* Roll Corlag 3 5 skill checks only when they must be opposed 

with those of PCs: gram him an automatic success olherwise. 
This advantage should balance the many resources of the Typ¬ 
ical party of adventurers. 

* Except during events #5 and #6 in the "Pursuit Events" 
tabic, the heroes might target the half-df (who is usually 60 
feet away) with a ranged attack or spell, A PC who does so, 
however, loses a Tew precious seconds aiming and should be 
given a -4 penalty to the next key roll needed to keep up with 
the fugitive, Corlag J s uncanny dodge ability allows him ro use 
his Dexterity bonus to AC against any attack targeting him 
while he is running. 

- Flying PCs can successfully pursue and target Corlag at 
the same time, automatically overcoming most obstacles 
(events #i -0 in the adjacent table). Dey can also charge the 
fugitive with 3 melee weapon. You must adjudicate the effect 

of other speils depending on the situation. 

■ Corlag is particularly vulnerable to Enchantment spells 
due To his reduced Wi&dom, The use of hold person or similar 

m^gic to take him alive, however, could not be a wise choice, 

as any kind of sudden confusion or paralysis causes I he halT- 
elf to fall from rhe roofs (assume a hetghr of 1d3.ru x to feet). 
Corlag also falls if disabled (0 hit points) or knocked uncon¬ 
scious by a ranged attack. 

f Corlag, Male Ha If-elf Rogg: CR 5; Medium-size 
Humanoid [5 fr, 8 in, tall); HD gd6; hp 23 (currently 15); fnit -1-3 
fiDex); Spd 30 ft* AC 15 (+3 Dex, +2 leather armpr); Aik +4 
melee (idO+i/crit 1&-20, rapier) or +0 ranged (id4/crit tg-ao. 


PUK4U IT MtlTi 

Each result In P he following table occurs only once, with ihe 
exrcptinn of event *7 Mark rrsuits that rrninn up and con¬ 
sider those that have been already rolled as "7" instead. 

Roll id 3 

1 Coring reaches the rop of .1 10-fool high section of 
slum: wHI lhal sticluhcs between Iwu lowers. Key roll; PCs 
must make a Climb check (DC 10) 10 follow him. 

? Cor lag 1 rn verse s a too! along a ^Feep pi it I- revered 
by tiles, When =he heroes run alter him, a tile slides under 

the- fool of one randomly deter mined PC. Key roll: Ihe char 
acter mu si make a Balance check 'DC ig.l ro avoid slipping. 
If ihe PC fails, she Tills on ihe hies, toils down ihe pitch, and 

hits 3 chimney near the roof edge, taking id4 points of dam- 
jngn A succe^stij fumble check 0TC ml regains ihe damage 
"4 A FC sees Cor lag as he jumps hrom rhe root ot a an 
fool-fall house ro ihe rop of another building 10 fool away. 
Key roll: PCs must moke a Jump check (DC 15) lo reach the 
other building. The first I'C who fails manages lo grab a 
poorly repaired guild I bill rums along Nil: mot. I gives way 

under ihe PC's weight and rears from the wall A moment 

later, the PC: finds himself hanging m mid-air al a heigh 1 of 
ao feet. He can jump down voluntarily to reduce taking dam¬ 
age (Jump, DC 151 or proceed along rhe squeaking and tel 

lery gutter to reach ihe safety of a balcony ■! Climb, DC 151. 
PCs wl'ro I Hi idler ibis simply fall tu lire sheet below. 

4 Coring sreps over a tight, ao-foor-lcng laundry line ro 
renoh the r a ves nf a n earhy h 1 nidi ng I h 0 hr rnos glimpse hi m 

3S ho leaps off lho t ope, l'ho thick hemp line has an old woo' 1 
rug stretched over n, held in place by a row of wooden clips. 
Key roll: I he pursuing l J C must succeed ai a Balance cheek 
(DC :^J or Jump check !DC 25). failing ei:hcr check means 

Ihe PC falls 211 Feel iy the si reel below. The i'iisi PC iu fall 
can iry ro grab ihr tug 1Rsi'lex save. DC so). IN he mimages 
to catch 1. the wooden clips snap open one aTr^r Ihe 01 her 

in a few seconds, reducing the falling damage by rdti pom is. 
PCs who fail after ihin fall to rho siren. 

5 The f ugi r ive disa ppea rs I ram sight a nd gets s chi-T-nec 
lu hide m the luuflup slr^dows. Key roll, Ai least one PC 

must succeed at a Spot check (opposed by Co v lag's Hide 

result) to remttnun the rhase 

E I h-y hooded man disappears I ram sight tor .j moment 
bul musr walk across a ci iniky wooden ledge so gel away, 
Key roll: A PC who makes a aueecssFul listen cheek {opposed 
by Carlag'i Move Silently resell, mode with 0 -2 circunr 
siMnce penally dot: lu ihe noaking uT iliu edge) can deltu 

mine ihe direction be headed, 

S Cor!^g 1 ur and shoots I ie IdrcI PC w: 1 h I ',1 s h a nd 
e r os show at a range 0 i 60 I eet 1.1 wo r:i nge in crem en Is!. Key 
roll; If Cot-log has, iha PC muss make a Balance check (DC 3 
plus any damage suffered) to avoid swaying in a precarious 
siluuiiuri mid losing pseduu.s lime. 

3 A dock or starrled bats flies mro the lead PC. Key roll: 
Trie PC in us 1 rn.il.i- n Concentration check roavnirl bring rlis 

traded by he bsi-s" shrieking and iiurrering (DC us). II the. 
check Fails, ihe PC mu si I Hen moke Pul in* s-aving ihrow 
iDC 10) to dodge 0 boi hooding straight for his Face Failure 
results in a collision with the bat that deals 1 point of damage 

ro ihe PC. 
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hand crossbow); SQ evasion, sneak attack +3d6, uncanny 
dodge (Dcx bonus to AC); AL N; SV Fort -m, Ref 47, Will -2; 
Str iz, Dex 17, Con fi, Int 14, Wis 5, Cha 10. 

Ski %; Balance eig, Climb +10, Decipher Scrip! 44. Disable 
Device -1-5. Escape Artist +fi, Gather Information *fi, Hide +7. 
Jump +10, Listen +4, Move Silently +7, Open Lock +7, Pick 
Rocket +7, Hide *6, Search + 3 , Spot 4-4., Swim 43, Tumble +4, 
Use Rope 14 Feats: Alertness, Exotic Weapon Proficiency 
(hand crossbow). 

Possessions: Lea i Iter as mor, fa pier , dagger, I larid crossbuw 
with to bolts, climber's klr. crowbar, thiefs Tools, 9 gp In pouch. 

The Fatal Jump 

If no PCs keep up with him, Coring escapes in the darkness. He 
is not under the effect of the lam is'a suggestion anymore, bul 

an overwhelming Fear of the consequences of his latest actions 
keeps him away from ihe city for the rest of ihe adventure. 

On the other hand, if the. PCs were determined and lucky 
enough in the dangerous pursuit, award Cor ling's XP value to 
the party and read or paraphrase the folio wing: 

The hooded man tries to speed his escape, bul he begins to 
show signs of fatigue. Once more, he dashes uui of sigln on 
the roof of an abandoned building; a moment tater, a loud 
crash followed: by a piercing cry shakes the cold air ol the 
night. I he subsequen 1 noise of fall! rg timber and broken 1 itea 

marks the end of the hooded man's escape. 

Corlag's recklessness made hitn jump over the unsafe roof 
of an old warehouse: ihe rotten timbers gave way under his 
wfiighr and ihe half-elf fell inside from a height of gn feet. The 
subsequent cotlapse of 2 large section of the roof over the 
rogue’s head made the fall even more deadly la total of 6d6 
points of damage). Since Coriqg drops inside the building, it is 
impossible for the PCs to save him with a feather fa!) spell. 
When Ihe Fracas of The collapse slops, iwu ur Jhvets voices 
from the nearby dwellings complain abouT the noise in an 
■’'unorthodox' 1 way. 

The KCs can gain access to the warehouse by climbing 
down Prom the roof, a task made quite dangerous by the insta¬ 
bility of ihe structure (Climb check, DC 20, failure means the 

PC falls and rakes 3.d6 points of damage). Otherwise, they can 
break through ihe buildings only wooden door, now spiked 
shuT to keep squatters out. 

^ Spiked Wooden Door: 2 in. thick; Hardness 5; hp 10; 
Break (DC 16). 

Once inside, the heroes Find Corlag lying supine on the 
floor with his head split by a fallen roof tile. The youpg half-elf 
wears a burglar's Ijghl leather ouiftl and carries some of a 
rogue's typical equipment. Any PC who Inspecis Corlag's body 
and succeeds at a Search check. (DC 13) notices an odd sign 
among the rogue's many wounds: the recent mark of what 
looks like a lion’s daw (actually a lamia’s) on she left collarbone, 
If Corlag died from the fall, which is likely, PCs can use speak 
with dead spells to get information, If Cor lag’s Pall is a nort¬ 
hs! hal one. ihe PCs have the opportunity to interrogate the 
rogue once he regains consciousness. 

If the PCs interrogate Corlag, he is shocked and babbles 
about how he was magically persuaded to attack Kalier Goloda. 
Corlag claims to have been enslaved by sorcery, but his mem 
ory has been seriously compromised by bcipg charmed and 


drained of- almost all his Wisdom. For these reasons, the half- 
el Fs words seem contradictory or implausible. Corlag remem¬ 
bers a headlong escape from a deadly bugbear ambush in 
Tarwood. where his three companions Pell. He also vaguely 
recalls a meeting with a girl dressed in rags, imprisoned in a 
cellar, who claimed to be the captive of an evil wizard. Coring 
concludes by eayipg that he did not want to kill Kalier bur was 
angry at him for sending his party into a deathtrap, ff he’s still 
alive when the fawn guard shows up, Corlag is tightly chained 
by 1 he |own guards and locked in the city dungeon until The 
end of rhe adventure. Lawful gond PCs might fee! a moral ner-ri 

rc prove Ihe unintentional nature of Corlag’s crime and save 

him from an unfair and harsh punishment. IP given the chance 
to return to Tarwood, though, the half elf says that he prefers 
to remain in prison. 

The City Watch Arrives 

Guards arrive at Kalier's house shortly after the chase ends., 
as they were instructed by the aristocrat to check the building 
frequently. The house serves as the treasurer's new dwelling, 
but he has not yet moved in, Kalier keeps just a small study on 
the first floor, where he can deal behind-the-scenes work with 
ease and meet people in absolute privacy. It is here where rhe 
ciry treasu rer met Coring to rer.ei ve h is first report some days 
ago (see "Adventure Background' 1 ). 

Creatures (EL 5): The head oP the incoming patrol. Warder 
WiJsk, uses a potion of cure tight wounds to revive Kalier, if 
necessary. The PCs on the scene are briefly and respectfully 
Interrogated by Wilsk abuui whui I hey have seen. Kalier is car¬ 
ried on a makeshift STrercher to rhe dry hall to receive further 
healing Guards ere posted at the entrance and inside the 
rooms with Ihe two broken windows. The heroes are not 
allowed inside until after their talk ’with Kalier next morning. If 
a stealthy or invisible PC wants 10 sneak past the seniinels and 
take a look at the fresh crime scene, he finds no useful dues 
inside what looks like a newly built, nearly empty dwelling of a 
rich official. The key tn the front ilnrvr and a masterwork rHg- 

ger, both lost by Kalier during the struggle, lie on the floor of 

his private study upstairs, 

IP Cortag is killed or captured by the PCs in the abandoned 
warehouse, the same city watch patrol encountered near 
Kalier's house shows up after a while, eventually taking care 
of The half-elf (his body or his person) and helping rhe heroes 
out of any trouble with angry citizens. 

Warder Wilsk, Male Human Ftrg: CR 3; Medium-size 
Humanoid (g ft. 10 in. tail); HD 3dm; hp £4 (including 
Toughness); Enit +1 (Dex); Spd 30 ft,; AC 17 (+1 Dex, +5 chain - 
mail, f| small shield), Ark +6 melee (idO+3/crir *3, *1 battle- 
axe)* 01 +5 ranged (tdB+i/crtr 19-20, light crossbow with +1 
holts); AL LN; SV Fort +3, Ref +?, Will +1; Str 14, Dev 13, Con 
ii, Int 8, Wis ii, Cha 10. 

Skiffs: Handle Animal 43, Climb -+4, Intimidate 43, Ride i 4, 
Swim 43; feats: Power Attack, Skill Focus (Intimidate), 
Toughness, Weapon Focus (battlcaxc), Weapon focus (light 
crossbow). 

Possessions: +t batdeaxe.. potion of cure light wounds, 
chalnmail, small wooden shield, light crossbow with 10 bolts and 
4 bolts, 13 gp in pouch. 

Soldiers, Mala Humans Wan (4): CR V2; Medium -31 ic 
Humanoid; HD id8; hp 12 each (including Toughness); Inir +0; 
Spd 30 ft.; AC 15 (t 5 cha inmail); Atk *2 melee (idio+i/cril *3, 
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glaive); AL UN; SV Fori +3, Ref +o f Will 
*0; Si 1 i£ n Dex if. Con 13, Ini 0 , Wb 10, 

Cha 8. 

5 MA: Handle Animal +?, Climh +g, 

Ride +2, Swim +3. Feats: Toughness, 

Weapon Focus (glaive). 

Possessions: Chainmail. gleivc, shorl 
sword. 

Matins with Hau tr 

Kaiser has ready access, to the mosr 
powerful healing mqgic in town due to 
his high rank, and he is cured to full 
health irt a matter of hours. The morning 
afler Co Hag's attack, if l hey respond to 
his invitation. the PCs have a meeting 

with the city treasurer, who explain?; 
what he knows of the "Adventure 
Background'" section. Quite predictably, 
the treasurer wants the PCs to explore 
Tarwood and learn the whereabouts of 
Odds AUuta, Kaiser describes the false 

merchant as a slender young man about 

30 years old, with penetrating black 
eyes, long dark hair tied In braid, and 
expensive purple clothes, 

rion can be useful 10 the PCs, as dairies 
Tyskle's “disguise 1 " as Odals Alzota is jus I 
a change of clothing and hairstyle. If a 
PC looks honnrahlf 1 ! enough (most good" 

aligned PCs should qualify) the treasurer 
offers an advance of 300 gp For the 
party's services (directly taken from the 
pockets of the town taxpayers). Kaiser 

promises a much larger reward depend¬ 
ing cm the parry's success, as well as The 
gratitude of the city council. The treas¬ 
urer also shows the medallion and 
FolerjWs parchment to the heroes. If a 
PC is able to read Celestial, present her 
with a copy of the cleric's account (see 
the adjacent handout). Otherwise, the PCs 
need a comprehend languages spell or 3 successful Decipher 
Script check (DC 25). If all else fails, Kalier finds a lazy city hall 
scribe who is foolish enough to admit his knowledge of the 
Celestial tongue; the scribe rs instructed to- translate the docu 
merit but cannot have if finished before dawn of ihc next day. 
The wooden caskei containing Faletjan's account is plain 

and unremarkable. Also stashed inside is a piece of parchment 

with a note written (in Common) by Brolin G clod a It reads: 
"This box contains the medallion of the accursed Yenejg 
Togan, left in the city treasury’s custody by Falerjan, high 

priest of Sr. Cuthberr. Only he or his brothers can retrieve it," 
Yeiittjg's medallion is a unique magic item described in The 
Marlllth's Disk” sidebar. 

Taking Yenejg^s Medaflion 

To borrow the medallion from Kalier-aceording to Brolin’s 
documenf-0 PC should be a cleric of St. Cuthbcrt, Skillful PC 
oratory, however, can twist the most obvious meaning of the 
word "brothers” to include other good clerics, paladins, or [usi 



lawful neutrals (St. Curbbms alignment). Ar this polm in The 
adventure (The meeting with ftalier], this is a difficult check to 
make (.Diplomacy, DC 24). The PCs wiil have a much better 
chance of convincing Kalicr to loon them the medallion if they 
come back after finding Ycnejg's teleportation room in the 
dungeons of his lower (ihc DC l hen drops lo iG), IT I he PCs are 
willing ro make a refundable deposit of ai least 1,000 gp, they 
receive a +5 circumstance bonus in these checks. If the PCs 
double the deposit, there's no need for I he Diplomacy check. 
Kalier savors the shine of 2,000 gold pieces. 

After learning of its importance, the city treasurer keeps 
the medallion tied to his belt at all times, even if aware of its 
bad luck effect; There, a successful Pick Pocket check (DC au. 
with Kalier's opposed Spot check affected by The medallion's 

curse) can succeed where negotiations have failed. Stealing 
from the city Treasurer can bring the heroes lots of trouble, 
but defeating Kalicr's stubbornness in this fashion should earn 
them the aristocrat's full XF 1 value. 


FALEUArri TALI 


This descrip- 
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fi»t£ t£: U k^KWitni^wr li-Tsv Kvc 3 thtf Orph*|iw£ bstf^yei the tyrant: of 
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Hie medallion a bronze disk q inches in diameter and half on 
inch thick. On its surface is engraved ihe menacing image ol a 
mariUth, With het head surmounted by an eight-pointed star. A 
small hole 3 ihe center of the star is targe enough tor a thread 
ro pass through suggesting that rhr nhjert can he worn 
around the neck or tied to a wearer's belt, the bronze disk is 
the key to activate: Ysnejg's lelepomMon room; the engraved 
mnriliih provides a due on the procedure to follow. 

The medallion radi ilea transmutation and Conjuration niftgie. 
Its Uuiabitily its ihai uf brunzi: (hardness &, hp 20), but fire and 
acid have llrrte effect un it (treat as firs and acid resistance 
30) If rubbed, 1 vibrates and gives off a supernatural ringlet 
a tangible sign ol its long-lost ability to worn Panfavasta from 
a distance, 

I he medallion brings misfortune to tewFul or good bearers 
(11 gi ves a i iuc k penal t y I o sa v ing 1 1 11 uwa at id ski If r hecks. u r 
roll on ihe rabie in Dkaulw Magazine fzj 6 r page 37). 
Moreover, the medallion is the key for 3 rrPsgio door in 
Ve-neig's secret cavern (see ore^ 33J. I Is tour prop¬ 
erties (warn a demon, activa-re a tsfeporT device, 

□pen ,s magic door, and bring bad luck), can be 
detected in that order by subsequent jefen- 
Ufy spelts. \Anu!yn: tfwwmer reveals all 
rhe properrifTS. ol the medallion nr twice). 
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Bits of Folklore 

At this point, the PCs should have 
enough information to make plausible 
conjectures about the entire story, 
especially if they both translated 
Faterfan’s account and were able to 
interrogate Coring, However, nobody 
knows anything certain about Yenejg'a 
old tower, and most people in town are 
nol even sure it exists. Moreover, the city 
records about the Rule of rhe Seventh Arm 
were destroyed in the same fire that obliter¬ 
ated Yen-ejg's palace, 

A bard in the party can recall a song about a six- 
armed tyrant who “‘changed a forest of trees into a for¬ 
est of houses' 1 (bardic knowledge, DC 13), bur nothing more. 
PCs looking for dues In the city can find rhe following: 

• With a successful Gather Information check (DC 10}, a PC 
overhears a busy innkeeper's wife rebuking her mischievous 
kid with these words: “IF you don't behave. Toadstool will take 
you away!" Most town citizens know Toadstool as sort of a 
local bogeyman used by housewives to scare children, and 
I hey describe him as a hopping' fellow with stained skin and an 
enormous mouth. The figure behind this "popular" character is 


one 
third of 
whaT was 
supposedly 
stolen during the 
previous three years, 
As you can see, rhe descendants of those heroic rebels arc still 
having serious financial problems. 1 ' Chevreg's words hint at the 
high probability that a large part of Yencjgs treasure remains 
undiscovered. 

Tr^veuns to Wwoofr 


the caretaker of Yenejgs tower in Tarwood, once employed by 

his power-hungry master in many raids to capture human sac¬ 
rifices. When the heroes get this information, you can also give 
them hints about Toadstools special abilities (see fl The Tower 
Co-ownership" sidebar). 

* With a successful Gather Information check (DC 13), n PC 
sees many citizens stopping by a wall of the town hall square, 
touching what looks like a statue in a niche. An old man with a 
crutch, a shock of white heir and a patch on hie loft eye begs 


When the PCs set our to Tarwood, they must follow a well- 
traveled road to Simple, a small village of hunters three mites 
away. From there, however, only a few game traits lead iritu 
Ihe forest. No remarkable encounters bother the party during 
the short and pleasant trip to Shapie. 

The Ham let of Shapic 

Shapic consists of only two largo, three story wooden build¬ 
ings surrounded by a neatly kept orchard and circled by a tall 
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fence. Each building houses a dozen families that live in small 

Hats and share a huge common room. These jointly owned 
houses look somewhat massive, bur their balloon-frame struc¬ 
ture makes them comfortable. The inhabitants of She pic, 
moslly humans and half-elves, worship Ehlonna and lead a 
community-centered life. A few of them are low-level druids 
and rangers Although a peaceful people, they can ho fierce 
defenders, if their home is threatened. 

When the heroes arrive, they receive a polite welcome, IP 
ihcy behave in a friendly manner, perhaps making a tasteful 
ngn-monctary gift, the villagers offer them a night free of 
charge in a oozy guestroom. The village of Shapic has no ruler 
heyonri a democratic assembly of all the male and Female adulT 
citizens, presided over by Bria, the eldest resident, 

Shapic (Fortified Hamlat): Conventional; AL MG; 50-gp 

limit; Assets 5,000 gp; Population a8o; Mixed (human 8 q%, 
half-elf 15%, halfllng 5%}. 

Authority Figures- Bria, female human Clr 4 (Eh Ion ltd). 

Important Characters: PJasem, male human Rgrg. 

Others: Clr? (xt), On (xj), Drd? (x?). Drdi (xg). Rgrp (xij), 
Rngi (v6), hxps (v^l, txp* (vtf), Comi (*150). 

Notes: Due to their religious natures, most oF Shapic’s cit¬ 
izens are neutral good. Prices in Shapic never exceed the 
Pfeyerd Handbook rates, and locally produced items (wool 
clothing. Tanned pelts') are usually discounted by 50%, Ira spite 
nf Shapin's very lowgp limit, a PC making a successful GaTher 
Information check (DC 17) can find a quiver of Eihonna on sale 
For only 1,000 gp. The quiver belongs to Piasem, a generous 
63 year old hunter who wants to give a rich dowry to a niece 
living in a nearby kingdom, 

Bria. ihe eldest woman in the ham lei, is 72 years old and 
recently widowed. She Is a priestess of Ehlonna and an excel¬ 
lent cook 35 well. Bria offers the PC a loaf of fresh bread and 
bowl of venison stow, and she tan give them The following 
information on Tar wood: 

* A tribe of bugbears has infested Tarwood for the past 
forty years,, and The inhabitants of Shapic have fought them 
many times. Fourteen years ago, after an exceptionally harsh 
winter, a la^je group of bugbears tried To seize the village. 
Luckily, they were soundly beaten, and their losses were SO 
hjgh that they withdraw to the innermost part of Tarwood. 

Since then. They have been seen only on rare occasions. 
Delving inside the foroal is still considered dangerous for inex¬ 
perienced hunters, though, and many rash boys and careless 
girls have disappeared There in years past. 

* If the heroes declare their bold intention to challenge the 
bugbears in their territory, Brin shows them a rusty, nasty- 
looking arrowhead that slew a hunter four months ago. Ihe 
arrow was poisoned with B| istermusk, a bugbear concoction 
that causes lhe skin to burst in painful sores around a cut 
(Injury DC 15: Initial 0: secondary id^ Dex plus ids Con). Bria 
thinks she can prepare a pmiltice tn fight off the effects of This 

substance, but she is not sure how well if will work. She pre¬ 
pares and gives the PCs three doses of poultice, tightly 
wrapped in sweet-smelling leaves, warning That its effective¬ 
ness wears off quickly (two days). The poultice is effective 
during this period, but only if it's smeared over the wound 
before the secondary effect of Bflsiermusk rakes place (It 
prevents but does not cure Ihe poison's damage). 

* Yenejg's Tower stands near the center of larwood, about 
fifteen miles southwest from Shapic. Many hunters spotted it 


in the past, but nobody in the village has seen it since a great 

earthquake ravaged the region thirty years qgo. 

* Both Carlag and James Tyskie (disguised as OdaEs Alzota) 
have visited Brig to buy some food in the past two weeks, The 
wise woman did nor like either of them much, but she remem¬ 
bers the merchant as quite an Interesting' man. smiling often in 
spite of some kind of persona! obsession. Bria does not know 
about Qdals's business in Tarwood., though. 

f Bria, Female Human Clr^ (Ehlonna); CR 4; Medium-size 
Humanoid (5 ft, q in. tall); HD *jd8; hp 17 Enit -e (Dex); Spd 30 
ft.; AC 6 (-2 Dex); Atk +2 melee (id8-i r *1 hngswordi\ or +1 
ranged (ldq, sling); 3 A spells, lui ri undead; AL NG; SV Fori +4, 
Ref -1. Will +8: Srr 7. Dex 0 , Con 10. Inr 13, Wls 15, Cha 14. 

Skiifs; Diplomacy +2, Hesl +4, Knowledge (nature) +5, 
Knowledge (religion) *3, Profession (cook) +5, Sense Motive 
+z, Spdlcraft +2. Feats: Brew Potion, Martial Weapon 

Proficiency (longaword). Skill Focus (Profeasion-cook). 

Spells Prepared (5/5/4; base DC = 12 +• spelt level): o- cre¬ 
ate water, light, purify food and drink, resistance, virtue: ist- 
bless, r.aim animals * detent evil divine, favor, protection from 
evil; 2nd- aid, hoid animal ', hold person . remove paralysis. 

’'Domain spoil. Domains: Ani ma! (can cast animal friendship 
once per day). Good (cast good spells at *1 caster level). 

Possessions: t1 tongsword, sling with 10 bullets, wooden 
holy symbol (Eblunna), 40 gp and 4 gems (worth 50 gp each) 
in pouch. 

f Piaaem, Male Human Ftgrg; CR 3; Medium-size 

Humanoid (5 ft. 11 in, tali); HD gdio; hp 21; inil -1 (Dex); Spd 30 
ft.; AC 11 (-1 Dex, 12 leather); Atk +2 melee (id6-i/id6-i, quar- 
terstaff) or -1-2 ranged (idS/crit X3, longbow); SQ. Track, 

fsvored enemy (goblin oids), fight with two weapons; AL MG; 
SV Fort +3, Ref +0. Will +2: Sir 9, Dex 8. Cun ti, In! 13. Wis 
13, Cha i£. 

Sfdfls; Animal Empathy 4-5, Hide +2, Listen +4, Move 
Silently -1-2, Intuit Direction -1-4, Knowledge (nature) +4, Ride +t, 
Spot +3, Swim +i, Wilderness Lore 4 7, Feats; Point Blank Shot, 
Precise Shot, Skill Focus (Wilderness Lore). 

Possessions: quiver of Efthrum, lea titer armor, quarter- 
staff, dagger, longbow with 20 arrows, wooden holy symbol 
(Ehlonna), 12 gp in pouch. 

HorTH&rn T&rwoofr 

The heroes can start their journey at one of the gome trails 
I hat lead out of Shapic and into the forest. Then, as there are 
no paths to reach their destination, they must hope to sight 
Venejg's tower from a distance an soon ns possible. 

In The trackless meanders of Tarwood, a typical party can 
proceed at just one mile per hour. Horses are more a nuisance 
than an advantage in this environment, and Shapic could be a 
safe place to leave mounts behind. The weather is Fair, and if 
remains like ihut for ihe duration of (lie adventure, While pro¬ 
ceeding in the tdresT. PCs can try to reach the top of a tree 
(Climb, DC 15) and attempt to spot The rums of the old tower 

(Spot, DC 7 per each mile of distance). Heroes who levitate or 
fly above the forest canopy gain a 110 circumstance bonus to 
The Spot check, as do spdlcasters with a winged familiar. From 

a distance, Yenojg’s tower looks nothing more Than a pile of 
gray rubble, badly damaged but still more than 30 feel tall. If 
The heroes can t see the tower, they must state their direction 
of movement (north, south, and so onfc otherwise they can 
move straight to their destination. 
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The bugbears, alarmed by recent everns, have set many 
traps and snipers in the area., hoping to catch something more 
full-bodied than Corlag's three sinewy friends. Every half 
hour, the PCs might have a random encounter. Roll idea and 
multiply the result by two: If the total is higher than the DC for 

sighling the tower from the party's current position, some¬ 
thing befalls to the heroes on the way {see the "Forest Random 
Encounters” Table). See the map below for IX. values. 

Bugbear Hunt 

Any bugbear hunters the PCs encounter belong to a band that 
dwells in the dungeon beneath Vcne^s rower. The oldest and 
most powerful male. Wurzukh, is I heir lead nr. The band is part 
of a larger bugbear rrlbe rhat lives ten miles away, beyond the 
stream running southwest of Yenejg's tower. 

If heroes camp outdoors at night after their first encounter 
with 3 bugbear (a sniper or the hunters from the " Random 
Forcsi Encounters 1 ' tabic), they might hear the sound of a bug¬ 
bear trumpet coming from the tower (Listen, DC 4 par mile 

from the tower). This is a muster signal for the bugbears: All 
males. Including hunters and snipers still our In the woods, rally 
near the tower. Then, led by Wurzokk, they set out to hunt the 
intruders* leaving the females at home. The bugbears go first 
to the place whore the PCs were spotted Fast and V/urzokk 
searches for their tracks. If tracks arc found, the bugbears 
hunt the PCs ail night {8 hours). If ihey don't find the PCs 
before dawn, the bugbears return to The tower and wait in 
ambush there. No bugbear leaves the (sir without Wurzokk's 
permission after the band is aware of the party's presence, 
since their leader wants to face dangerous intruders with hia 
entire force of warriors at hand. The male bugbears, including 


Wurzokh, are EL 10 if met in a single group. See "The Tower 

Co-ownership" sidebar for Wunokk's statistics and area 13 for 
those of his warriors. 

When attacking the PCs by night, the bugbears surround 
the party’s camp, take one-half cover (+4 AC, +2 cover bonus 
lo Reflex saves), and about poisoned arrows to weaken their 
enemies. As long as they have ammunition, they join melee 
only if forced by the PCs. If two of them are killed, or if their 
arrows run out, the bugbears retreat. Keep track of bugbear 
losses, reducing the number in area 19 accordingly. 

The PCs can question a captured bugbear only tf they 
speak Goblin. The creatures rear ihcir leader's cruelly above 
a)l else (see encounter ti In The ‘Forest Random Encounters" 
Table), and provide information only If persuaded with spells 
such as charm person or suggestion, 

Towsr 4- Vicinity 

Yenejg'a house in Tarwgod was built with mundane maldials 
bul enhanced with magic. Therefore, after seven decades of 
near abandonment, much of it has fallen apart The five-story 
tower was more than 50 feet tali, but an earthquake brought 
down the uppermost two floors thirty years ago, reducing the 
hsighi to just 30 feet. When the heroes reach this location, 
refer to the Yenejg's Tower Complex map. 

Gravel Field. Assume ThaT rhe PCs arrive at The gravel field 
north of the tower. Read or paraphrase the following: 

You find a barely recognizable gravel field surrounded by 0 
low atone wall. Beyond a rotted wooden gate on your left, the 
r emains of 3 small stable and a well are still visible under the 



stream 


ranges 
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growing grass and vines. Before you, a ramp of stone steps 

leads up a low, rocky slope ro a higher courtyard- There, a 
truncated tower topped by a makeshift roof stands beside 
two smaller, ruined buildings. 

The bed of gravel is almost completely hidden by the grass, 
and the dry wall around it is encrusted with moss. The wooden 
stable hps fallen down entirely. 


Creatures (EL 3): Five stirges have made their lair among 
the rotten timbers of the ruined stable. They attack only if the 
PC search inside the Fallen building. 

^ Stlrges (5): hp 5 each: Monster Manual 173. 

Tactics: The stirgjes are drowsing when the PCs arrive, hid¬ 
den out of sighi in nooks and crannies in the old stable, ihey 
become aware of the party’s presence 1 round after the PCs 
enter the building. The atirgee each attack the closest target. 



roRE^T Eticounm 

Results 1-4 in I he loble occur no more iban rwo times; i he 
remai n ing en co un te rs can hop pen on ly on ce i. r ol I ogoi n i f n ec- 
cssary). 1 he chen r e 01 d croc 1 ing rn ndorn ly en-c 0 u ntered trap s 

is given as a Spo 1 c, heck i w ii h a lug h DC ) in si en d off he usual 
Search check, since it Is unlikely Thai the PCs proceed slowly 
enough in rhe wilderness lo use their Search skill effectively 
Host encounters in the? 1 a tile feature bugbears and their 
snares. These humanoids am members oi ihe small group 
dwelling under Ycnepg's lower, Bugbears killed in a random 
encounter should be marked of F from ihc loia! residents of 
artra iy in i lie bugbear Mr, 

Roll id&: 

1 Bugbear Sniper (EL a): A lone bugbear on a tree ts qui¬ 
etly watching for intruders or game. Ho sits on a crude, 20 
loot - high platform hidden by a nei Interwoven with rags and 
leaves ( 4 circumstance bonus to I lidt checks, $q% conceal¬ 
ment) and Is armed with a longbow. You. the DM. should make 
the appropriate Spnt and Hide checks (with a +? bonus ro the 
bugbear's Spot check for his careful ly chosen position) to 
del ermine whether 1 hn sniper run shoot the PCs and vice 
versa from un ini rial distance of igo Feet. If the hr: rots locate 
l he bugbear and attack, the creature sounds a hornlike met ill 
Irumpei iu warn his brtiihruri, climbs down ihc true and Hues 
ro Yenftjg's rower. The sniper is one of the residents of area ip 
in Ihe bugbear lair. 

^ Bugbear: hp 15; sce Monster Manual 27. I he bugbear 
wields a longbow instead ol a javelin, and he carries tg arrows 
tipped with Blistormusk poison, 

2 Barbed Net Trap {EL 2): A PC stops on a net laid over a 
depression in ihc ground and hidden with leaves and din. 
When this happens, rhe net Hies up. pulled by 1 hnni Tree It' 
the victim tails a Re I lev save {UC po), he or shu is c a pi u red 
by ihe nei and suspended g feel above the ground A cough 1 
l J C is gra p pled and mu st cu I rh c nel wi I h a slas hrng wo li pon 10 
escape. The net is riddled with metal barbs poisoned with 
BEistermusk, which wound ihu victim when ihc nap springs, 
fix posing 1 he character" ro rhe poison. Those naps are usually 
ser within hear mg range ol a sniper's post (see encounter i 
above). Give a nearby sniper a Listen check !UC igj. A sniper 

who hears intruders out of his sight ini mediately sounds his 

trumpet to raise the alarm. 

•y* Bdibcd Ncl: CK 2, +g me leu (see oule), Refle* laving 
throw (DC 20'f negates; Spoi 1 DC 16); Disable Device (DC 15). 
Note* Charac-iars in 5-fr sqnarp arc grappled and poisnneH 
(Blister musk poison, DC iu„ i nil ini 0. seconds y rdg Do* plus 
idg Cor.) by the nei (Sir 18) if they fail die Relies save (DC aol. 

3 Spiked Pit Trap (E L 3): T he le ad PC stu m bl es into a eon 
cealed to foot deep pit bristling with wooden stakes. Ihc sharp 


rips are smeared wlrh The foul Bfisrermusk: the poison, how¬ 
ever, is somewhat absorbed and made less effective by the 

v/God (DC 13 instead ok 15k I be noise of ihe trap might warn 
0 bugbear sniper [see encounter 2 above). 

Spiked Pit Trap [to ft. deep): CR 3: id@ points ol falling 

damage, +10 melee (tda slake attacks lor id4 points of damage 

and B ll storm us k poison-DC 10. Initial 0. secondary ids Etox 
pins 103 Cnn-pcr successful htrl: htoflex save (DC im'i negates: 
Spot (DC 20J; Disable Device (LtC 20). 

1 Staked Pendulum Trap (EL 2): The lead PC steps over a 
1 r ip wire, releasing 0 pendulum hung on ihe top of n toll tree. 
Hie I lead oI the pendulu m 15 a 4- toot-1 a II an d 1 - foo r-w id e tr un k 
segmen I covered will' sharpened slakes. Once mire, I he bug 
boars have poisoned ihe rips a he DC of the poison save here 
is also reduced 10 >3) As wish Ihe olher leaps, check for a 
nearby sniper’s awareness, 

■/* Spiked Pendulum Trap: CR 2; +5 ranged (2d(i and 
Btai errmusk poison. DC in, ini! in I o, secondary id 3 De.x plus id 3 
Cun); Soul (DC 23), Disable Device (^3). 

5 Bugbear Hunters {£L 5): The PCs encounter a pariv or 

feurr hunting bughears at .n liistance nl on feet with .1 rbancc 
of both groups being surprised. Moke Spol and Liston checks 
fur rhe bugbears, opposed by rhe parties Hide and Move 
Si|i:nily checks respectively (nssume the PCs urc taking 10 on 
these checks if they don't stare otherwise), Give ihc I'Cs rhe 
surm: fYtie cheeks, opposed by ihc bugbears’ Hide and Move 
Sal en 1 1 y cheek $ f again. assu met Ii e h ugbears. are 1 ,ik i ng 1 n). Tl ie 
bugbears try to disengage alter loosing one arrow each. If ihe 
heroes pursue rhem lor more than g minutes without catching 
them, they stumble into a rrap (rolt idg 1 1 on this table To defer 
mine ihe type,}. The hunters arc residents of area 19 in rhe 

bugbear lair. 

2 Bugbea rs {4): bp 15; see Monsrer Manual 27. Thr bug- 
hnara wield Innghnws instead nr a |.ivr:lm and rhny each 1 arry 
1^. arrows tipped with Blistermusk poison, 

II Bugbear Carcase (EL -h The RCt; smell die foul odor- ol 
a rotting corpse. II ihcy folloYf 1 die si cue h. I hey find ihc body 
ol a dead bugbear. Ihe corpse is prone, naked, and bears a 
terrible wound on the skull, Thu bugbear was slain by Wuivokk, 
his boss, for disobeying a dlrftf.t order about a week ago: bis 
carcass was stripped and left lo rol as an example to ihe resl 
of rfi e tr ibe. A speak with dead spe II re vea Is only how and why 

The bugbear was killed (assuming the caster speaks Goblin}, 

7 Wild Duor (EL -): A herd of wild deer passes by. The 
licioes cur 1 uuiice uf ihcm with ti 8por or Listen 1 heck I.DC 10) 
B Badger (EL -): fbc heroes disiurb □ badger resting 
under ,1 shrub Ihe animal sruttlfts away unless rhe PCs use a 
speak with .■ja/m.vA spell I he badger Is laconic, but it rhe 
speaker hands over someihing edible and tosty. ii stands on Ms 
Iimd legs, mirnics a bugboor, anil fs oround, ond gestur es wiiIi 
its head m rlie direction of ihc tower. 
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Development: A successful Search check (DC io) anywhere 
in ihfi rnwer grnunris is likely to reveal bugbear footprints that 
mostly lead to the vicinity of their lair's entrance (area 15). 

Well, The well at the east end of the gravel field ns almost intact, 

A winch system, rusted beyond repair, once allowed a person 
lu easily pull a heavy, full buckui of waier from below. 

Creatures (EL 5.I: If the bugbears demoT the party's pres¬ 
ence, they set up a net trap near the well, carefully hiding it 
under the gravel, (See Trap below for details.) Four males wait 
for the PCs in a rough circle around the trap, spread over a 
50-foot radius (the circled area shown on the "Yenejg's Tower 
Of Vicinity’' map) beneath camouflaged 1 idling. PCs who make 
a successful opposed Spot check (opposed by the bugbears' 
Hide check) notice an odd shrub with pointed, furry ears. 
Trap (EL 2): This barbed net is hidden beneath the gravel 

near the well. See the "Forest Encounters" sidebar for details. 

J Bugbears (4}: hp 15, sec Monster Manua! 27. In, addition 
to their morningstars, these bugbears each carry three javelins 

tipped with Blistermusk poison. They wear crudely wrought 
breastplates (+3 AC), givipg them AC ifi. 

Tactics: The bugbears prefer to wait For the trap to spring 
but might also take advantage of any other distraction, such as 
a PC searching around the well or fighting the stirges. 

The bugbear ambushers throw javelins until ihc arrival of 
their brethren (see Development below). Once all ihe bugbears 
are present, they charge Into melee. Wurzokk is virtually indls- 
lingpishahle from his warriors in this battle, although a PC 
looking for a leader among the bugbears can notice Wurzokk’s 
s-heared-off ear with a successful Spot check (DC 25), 

Development: Hearing sounds of balds at the ambush site, 
the bugbears inside the lair rush to join the fray, fli fakes 3 
rounds for 1 hem to arrive at the ambush zone.) If the PCs 
approach the lair without traversing the ambush zone, they are 

probably seen by the sentinel before the entrance (area 15), In 
this case., the bugbears inside the lair make a sortie, and those 
in the ambush zone leave their position to flank the party. All 
of the male bugbears together with Wurzokk arc EL 10. See 
“The lower Co-ownership' 1 sidebar for Wu rzokk's staiisiics 
and area tg for those of his warriors. 

As Wurzokk and his warriors fight the heroes, the female 
bugbears go to area ib and wait for the outcome of the battle. 
They are ready to escape wifh most of the band's treasure and 
provisions. If the females are trapped by the adventurers 
inside the lair, they beg for mercy and offer their belongings 
in exchange for their lives. If the PCs refuse, they fight to the 
death with the hanriaxes they use to harvest firewood 

Ihe bugbear warriors flee- when reduced to six or fewer 
(four if Wurzokk is still alive). Running away, rhey sound their 
trumpets to warn the females. Escaping warriors and females 
flee across the stream and hurry to get help from their tribe. 
You n 1 us I decide whether I he surviving bugbears come back 
with reinforcements to reclaim their lair in rhe following days. 

Paved Courtyard. I hanks to its solid foundation, rhe courtyard 
pavement is well preserved, although slightly overgrown. The 
paved surface is doited by drain holes rhai double as small 
skylights for the cellar bebw (area it), A tottering, r usty gr ate 
doses oath (Hnch by G-snch hole. The two minor bulldlngs-a 
shed and a warehouse—are badly damaged, with roofs and fix¬ 
tures almost completely destroyed. 


Creature (EL 6): When the PCs walk through the courtyard, 

Gleir, if not warned earlier by very loud noises (such as a bat¬ 
tle with the bugbears), must make 3 Listen check (DC 5 unless 
the PCs are attempting to be quiet) to hear them from her lair 
(srea 14), Once she's aware of Intruders walking on rhe court¬ 
yard above, the lamia approaches Iherri in a deceitful fashion, 
Read or paraphrase the following: 

Thu long tree branches that hang over the courtyard weave 
3 quivering grid of soft shadows on the paved surFacc. 
overlapping ihc irregular pattern of tile flagstones. As rhe 
wind dies, you hear the feeble voice of a young woman: “Is 

I here anybody out there? Oh. please, for Ehlonna's sake, help 
me!" The source of rhe, sound, however, remains unseen 

Any PC who makes 3 successful Spot check (DC 10) sees 

the delicate hands of a woman (Gleir) groping out of one of the 
drain holes. The woman begs for hdp until the PCs approach 
ihe grating. If quesiiuned, ihe lamia pretends to be forgetful 
and confused (much like Coring, if the PCs have interrogated 
him) She claims to be the captive of an evii wizard in an aban¬ 
doned cellar, Ihe PCs can detect her insincerity with 3 suc¬ 
cessful Sense Motive check (opposed by Gloir’s BluFf check). 
If the PCs do not try to help the woman within a Few rounds, 
the lamia gives up the attempt and disappears from sight. 
Otherwise, approaching PCs eventually see Gleir under the 
grating; in this situation,, however, making out the monstrous 
features of the lamia is next to impossible withoul magical aid 
(such as arcane eye}. To reach [he grating from the floor of 
the cellar beneath, Gleir is standing on rhe hind Ipgs of her leo¬ 
nine body. F^Cs who do not come very close to the drain out- 
lel are able lo see only ihe lamia'. 1 ; feminine, attractive features. 

Gleir's statistics are liSTeri in "The Tower Co-ownership" 
sidebar. 

Tactics: Gleir tries to Touch any PC who attempts to remove 
the grating or get a better look at her. Depending on the situ 
ation, the lamia might cast charm person on a auspicious 
onlooker to lure her rnlo arm's reach. 

If 3 PG removes rhe grate with a successful Strength cheek 
(DC 7), Gleir might use her suggestion power to make the res¬ 
cuer thrust her head into the drain hole to check if the “girl" 
is all right. A PC who does so is considered a helpless defender 
for 0 full round (with all the tragic consequences), When her 
true nature is discovered, or if the PCs ignore hei, the lamia 
ret real a Jo area 14 and prepares to fight them In the dudgeon. 

Development: Peering down any of rhe drain holes with 3 
light source, the heroes can see a small portion of the cellar 
beneath (.area u). A Small PC can squeeze inside a drain hole 
quite easily; Medium-size heroes require an Escape Artist 
check (DC 17) to wriggle through. 

Ruined Structures. The ruined warehouse is unremarkable: its 
roof has almosr completely collapsed, and vegetation grows all 
over the floor. Nothing of value can be found here. The shed 
is in rhe same condition,, and only an old atone oven stands out 
dearly from ihc rubble ogainst what once was the east wall. 
Near the oven, which hasn't been used for years, the PC can 
find Ihe fresh car cass of a young deer, brutaliy torn to pieces 
by some beast. A Search check (DC in) reveals 3 recent, 
bloody handprint on the nearby broken wall: It looks human, 
but traces of webbing can bo seen between the fitters. The hand- 
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print belongs to Toadstool, the half-fiend 

caretaker of Yenejg's tower. 

Appro^cHiMG the Tow§r 

When the PCs approach the tower from 

l he courtyard. r ead or paraphrase I he 
following' 

The Irunrated tower looks firm in 
spite of the damage ca used by the col¬ 
lapse of its upper stories. The top of 
the tower is uneven arid ruined, but a 

makeshift roof has been rebuilt over 
it, Part of the rubble around the hase 
of the tower has been cleared to leave 

a free passage to the entrance, where 

an 8 foot tall door surmounts throe 
stone steps. The doorframe's apex is 
adorned will i a life-size Slone mask of 
a gaping wolf. The door is in excellent 
shape, its wood painted deep black and 
its brass bands polished and oiled, in 
the middle, of the door,, a ring-shaped 
knocker is fixed over a brass plate 
with a shut peephole. The brass hinges 
and keyhole look shiny and perfectly 
functional. A dried millet broom leans 
against the door's left jamb. 

Circling the tower, PCs eon sec two 
identical windows, one on the second story and one on the 
third, sharing the same siyle of dosed wooden shut lets rein¬ 
forced with brass. 

The 8-foot-tall entrance door and 3-fool-fa 11 windows are 
locked. A successful Climb check k required to reach the win¬ 
dows (at 15 and £5 feet aboveground respectively). A PC who 
puts an ear to the door or a window for at least z minutes (tak¬ 
ing 20) rnighl hear someone a Intermittent snoring inside the 
tower (Listen, DC 27 from the entrance door and the ttilrd- 
srory window, or DC from the second-story window). 

1$ Locked, Reinforced Door and Windows: a in. thick; Hard- 

ness 8; hp 25; Break (DC 24): Open Lock (DC 28), 

Toadstool, the monstrous caretaker, maintains and repairs 
the tower as beat he can. I he real name of this unnaturally 
long-lived half-fiend is unknown even by himself, arid he has 
been the wizard’s servant for as long as he can remember. 
Now, seven decades after the death of his master, he still 
dwells inside the tower, coming out only to obtain food and 
water. Beside the occasional eating and sweeping, Toad-stool 
laics about or sleeps uneasily on his wooden pallet in area e, 
worried abuui the return of Ills strict master to such a dilapi¬ 
dated property. 

Whatever hour the PCs arrive, Toadstool is sleeping on the 
second Boor, digesting a large meal of raw deer meat 
However, the half-fiend has excellent hearing and awakens if 
he hears the PCs moving about. Toadstool, now obliged to 
share the tower with the lamia and bugbears, is somewhal used 
ro noise outside and keeps ihe windows and duor closed for 
rhk mason. The caretaker fears and dislikes his neighbors and 
prefers to avoid contact with them whenever possible. For 
Toadstool’s stats, see "The Tower Co-ownership 1 ' sidebar. 


Tactics: IF a PC uses the knocker. Toadstool awakens imme¬ 
diately arid rushes ro greet the newcomer, AFter a minute, the 
peephole In the middle of the door opens and the heroes hear 
a raspy vorce ask, "Who's there?" The lonely Toadstool is 
eager to meet humans, whom he considers tastier than the 
usual deer by far, and looks at the lead PC with a hungry glare, 
To notice his inhuman eye through the peephole, the charac¬ 
ter directly in front of if must succeed at a Spot check (DC 
25). Toadslool asks for ihe visitor's idenlily bm slates immedi¬ 
ately that only his master can enter. The half-fiend is nor very 
bright, and a male PC could make him believe that he <s Yenejg 
Togan, To do this, the PC must show the wizard's medallion and 
make 3 successful Bluff check. Toadstool can make an -opposed 
Sense Motive check to discern the truth. Give him a 1-5 bonus 
if he can clearly see I lie features of the PC making the claim. 
A hood or large hat coupled with a successful Disguise check 

(DC 10) makes the ruse convincing enough to fool Toadstool 
through the peephole. 

PCs might attempt other ruses to win entry into the tower. 
For instance, a PC might claim to be Ycncjg’s apprentice. The 
dim half-fiend recalls no apprentice but isn't likely to turn away 
anyone who claims ig be art importer)! followesi ol his master. 
Such a ploy requires a Bluff check, although fed free to apply 
a bonus to the PC's roll for excellent roleplaying. 

Trap (EL s.}; Tbs wolf mask above the doorframe conceals a 
brass conduit that runs inside ihe sculpture and is connected 

to a dispenser of magical vapor in area l If the PCs rry to 
force the door while Toadstool is aware of them, the half-fiend 
pulls a ring Inside the tower that causes a small cone of frost 
to belch forth from the mask's mouth. The effer.r is similar to 

a winter wolfs breath weapon, and anyone standing within 5 
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feel of the door is struck by it. The ammunition for rhe I rap is 
a quart of normal water, which is turned Into Icy vapor by a 
rin-y alchemical apparatus. 

V* Cone of Frost Cft 2; cone of frost (^dtS points of told 
damage); Reflex save halves damage (DC 16); Search (DC 29); 
Disabo Device (DC eg). 

Toadstool needs a full-round action to reload the apparatus 
from a nearby wafer' bofile (sec area 1). arid he fries to acti“ 
vare the trap as many times as he can before rhe PCs break 
through the door. The broomstick leaning on the doorjamb is 
just wood and dry millet, but a resourceful PC aware of the 
danger overhead couEd use the stick 10 plug the conduit in the 
wolfs head, thereby preventing further blasts From the mask. 

Olher Ways In 

ExpEoripg the tower complex and vicinity, the PCs might find 
several ways lo reach the underground areas below' the out¬ 
door passage leading from the tower cellar (area 5), the stone 

stairway to the dungeon (area 6), and the entrance to the bug 
bear caves (area 15). Refer to both the "Yenqg's Tower frr 
Viclnify” and "Yenejg’s Tower Dungeon” maps lo check ibe 
position of these access points. 


* To area 5: This wooden irapduor is hidden under a thin 
layer of fallen leaves (Search. DC to. elves and half-elves have 
an automatic chance of noticing it if Ihey pass within 10 feet). 
It shows signs of maintenance and recent use. The trapdoor is 
locked (see area 4 for trapdoor statistics). 

* To area 6: A flight of stone steps leads down to the tower 
dungeon. A wooden door at the bottom of the stairway lias 
been smashed to pieces by a barrage of momingstar blows. 

* To area 15: The mouth of the bugbear cave—a 5-fooMalL 
dank passage—is hidden by camouflage nets and foliage. It is 
clearly visible from 20 feat, or Prom 40 feet with a successful 
'Spot check (DC 15). 



Tinyri hmr (A ri*i I- 

The remaining floors of rhe truncated rower, in spira of the 
heavy damage sustained by the earthquake, run no risk of col¬ 
lapsing unless highly destructive $ pel is are used on the walls. 
The tower was built to last, and it has survived fairiy well over 
the years. The masonry walls are bare outside and plastered 

inside. The ceilings and floors (rooms are usually 10 feet high) 
are made of wood. 

t Tower, Ground Floor 

The ground floor of ihc tower is dark and almost empty, 
even though the plaster and ceiling timber are in good con- 
dllion. A blue ceramic a love occupies iht west corner, with 
3 large lead pipe going up thropgh a hole in the ceiling. A 
closed wooden cupboard occupies part of the south wall. 
Near the door, a wooden lever juts from a brass box Fixed 

on the wall at a height of 2 feet. A brass tube from the box 

runs upward And disappears in the wall al the top of the 
door. A full, gallon-sized glass bottle of water rests on the 
floor near the box. A stairway along the north wall leads up 
to the first floor. A wooden trapdoor is set into the floor 
near the west wall. 

The cupboard holds a rusty lantern, a pair of stiffened 
leather gaiters, and a can of hardened grease. 

The brass box, sealed shut. radiates Transmutation magic 
when a derecr magic spell is oast. It contain?; rhe magical appa¬ 
ratus for (he cone of frost trap (described above): an elabo¬ 
rate yet small alchemical alembic. Affixed to the box is a small 
funnel used to load the apparatus with water. If 3 impossible to 
tear the box away From the wall without breaking the delicate 
alembic inside. The water in the bottle is the trap’s "ammuni¬ 
tion" (sufficient for four uses). 

The wooden stairway goes up to area ?. The trapdoor on 
the floor, unlocked and easily opened, leads dosvn to area 4. 

Creature (EL 7k If the PCs break into the tower, Toadstool 
runs up to the first floor and turns to Fight on the top oF She 
stairs, where only one opponent can engage him in melee (suf¬ 
fering I he disud van luge of lower ground). The fiendish care¬ 
taker does nor flee from this point, fighting to the death to 
defend his home. See “The Tower Co-ownership'" sidebar for 
toadstool's statistics. 

£. Tower, First Floor. 

This floor of the tower is furnished as a humble bedroom. A 
crude wooden hed rests on the northeast comer, covered 
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by a mar and a yellowed sheet. A small chair stands nearby 
with a Threadbare, gray wool cloak carefully folded upon ii. 
A ceramic pot and a wooden bucks \ sit along The cast wall, 
hie window is uEused, and only ifja feeble Isghi of it clay oil 
lamp, held by an iron sconce over the bed, illuminates the 
room. The lead pipe coming from The stove downstairs runs 
from floor ro ceiling in the northwest comer. A wooden 
stairway leads to the second story. 

Since the collapse of his quarters in the warehouse outside, 
this has become Toadstool’s bedroom. 

The wooden stairway leads up to area 3.. 

Treasure; A small niche, hidden behind the bucket gad 
closed by a stone block (Search, DC at), contains Toadstool's 
savings: 38 gp and 23 pp in an earthenware moneybox. 

3. Tower, Second Floor. 

This room doesn't have a flat celling but is capped hy an 
oblique, makeshift structure of wooden beams and boards 
that holds up many uneven rows of salvaged tiles. Dozens of 
wooden boards of various sizes and shapes are chaotically 
scattered on the floor arid against the walls, The boar da are 

palmed with grotesque, disturbing, black-and-red images of 
torture and death. The heating pipe coming from helow 
passes through the roof structure, presumably loading out¬ 
side. On the floor are two segments of a ao-foor-long, col¬ 
lapsible ladder, a dozen roof tiles, and a wickor basket full of 
tools. A whetstone rests over the sill of the window in the 
Sfollh Wall. 

After the collapse of the upper part 
of the tower, Toadstool slowly repaired 
the roof to the best of his ability. He also 
began to paint obsessively. Filling tablets, 
planks, and pieces of salvaged wood with 
abslract images of his horrible past. The 
paintings are eerie but worthless. 

The basket on the floor contains 3 
hammer, a saw, a steel punch, and 50 
feet of hemp rope. 

4. Tower, BasermmS. 

H 

The tower’s basemen 1 is a dark and 
musty storeroom. A passage to the east 
has bean walled up with stone blocks. 

The only furniture in the room is wooden shelving on the 
south wall, which Is crammed full of old tools and miscella¬ 
neous junk. Three green glass demijohns are lined up against 
the north wall, 

Toadstool walled up the east passage after the arrival of the 

bugbeora. It's a weak structure; up to three characters can 
bring it down (Break DC 1/} or work for 6 hours to demolish 
ii with the tools stored m the room (see below), 

A secret door in the northwest comer leads to area 5. The 
rotating stone panel runs smoothly, but some strength is 
needed to spin it. 

Secret Stone Door; 3 in. thick; Hardness S; hp 43; Break 
(DC 30); Strength check to open (DC it). 


The Three demijohns near the north wall contain respec¬ 

tively flammable oil, turpentine, and vinegar. 

Treasure: Among the discarded junk and ordinary mainte¬ 
nance herns stored in die shelving, the PCs can find ihe fol¬ 
lowing useful or valuable items: 

* A crate of 1-foot-long, rusty steel pitons 

* 30 torches 

* aoo wax candles 

- A shovel, a sledgehammer, and a wood axe 

* A jar of black, greasy paint (which must be melted before 
use) and a wide decorator's brush 

* An unlocked wooden box containing 240 sp 

* A basket full of crumbling soap bars 

* Three clay flpgons containing a potion of dorkvision, a 
potion of fcvitetc, and a potion of hiding respective ly. 

5, Secret Tunnel. 

I 

This runnel, dug hastily in the rocky ground under the tower 
complex, is roughly hewn and encrusted by moss. Sturdy 
wooden timbers support the lunnel ceiling. 

The Tunnel connects lhe secret door in the towei basement to 
3 trapdoor used by Toadstool for his escapades In the forest. 

^ Locked Wooden Trapdoor; ? in. ihsck: Hardness 5; hp 10; 
Break (DC tt>); Open Lock (DC 54), 

Tow*r Pyrmon (Ari&i 

This part of the complex is made of limestone masonry walls, 


stick holders are fixed to the walls at intervals of zo-30 feet. 
The holders' are all empty, boi their lasge number suggesls I ha I 
The place could be Illuminated for rluial purposes. 

( 5 , Stairway. 

The stone structure of a 1.4-foot-long, steep stairway 
emerges from the foliage on the forest floor, leading down 
into a dark brick-and-rnortar tunnel. A wooden door a! the 
bottom of the stops has hnen smashed open. 

This stairway is us&d by Gleir and Jainoe Tyskio (when the 
latter does not cast dimension door) ro enter the dungeon. A 
wooden door at the base has been smashed by the bugbears. 


whli ar ched ceilings averaging iu feel high. Many iron candle 
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A Wilderness Lore check (DC zd) with the Track feat allows 
a PC to spot The following tracks' a mountain lion's paws 
(GEcir), a human male's boots (Jainos Tyskie), end a biped with 
clawed feet (the ghast in area 7}. A PC stepping to make a 
Listen check (DC 15) in the corridor downstairs hears gnawing 
sounds somewhere ahead and smells the Trace of a horrible 
stench, A Familiar or animal companion with the seem ability 
detects the stench automatically and recoils in disgust. 

7. Guardroom. 

The green curtain that covered the 10-feet-wlde entrance to 
this room has liram tom tn shreds. In the space hcynnrl, near 
2 loppled table and several broken chairs, the mummified 
carcasses of four fallen warriors lie on the floor in various 
unseemly positions. The dead humans wear rusty scale mail 

and art armed with longawords, the latter still sheathed in 
I ho scabbards. The corpses div somewhat well preserved 
bui are beaten and lacerated by powerful blows. 

A successful Intelligence check (DC 10) upon examining the 
bodies reveals that the warriors, who died in a fight without 
drawing their weapons, were already embalmed aa animated 
zombies before being “killed 1 ' again (by the bugbears). A suc¬ 
cessful Search check (DC *2) reveals that one of the corpses 
has been gnawed on recently. All the armor and weapons on 

the corpses- are rusted beyond repair. (All valuables have been 
taken by the bugbears.) 

Creature (EL 4): When the PCs enter the room, they arc 
ambushed by a particularly formidable ghast that crept inside 
the dungeon and is munching on one of the corpses. The mon- 
srer is hiding in The room; give the lead PC who Js cautious a 
free Spot check (opposed by the ghasfs Hide check) to detect 
it. A party that benefits from the scent ability of an animal is 
automatically aware of the ghasfs presence. 

■# Ghast; OR 4; Medium-size Undcad; HD 6da£; hp 29; Init 
+2 (Dex), Spd 30 ft.; AC 16 (+2 Dex, *4 natural); Atk *5 melee 
(ldfi+i and paralysis, bite) and *2 melee (id4+i [xs] and paral¬ 
ysis, ? claws); SA stench., paralysis, create spawn; SQ imdead 
(see Monster Manual, page 6k AL N; $V Fort +2, Ref +4, Will 
+7; Sfr 13. Dex 15, Con Int ig, Wie 14, Cha 16, 

Skills: Climb + 0 , Escape Art!si +S, Hide +to, Intuit Direction 

-+3, Jump +6, Listen + 0 , Move Silently rej, Search +6, Spot + 0 , 
Feats; Mulliaillack. Weapon finesse (bile), 

SA-Sjsncfi (Ex): Those within io feet of a ghast musT suc¬ 
ceed at 3 Fortitude save (DC 15) or be racked with nausea, suf¬ 
fering a -2 morale penalty to all attacks, Saves, and skill checks 
for id5>4 minutes, 

$A-Peratysh (Ex): Those hit by a ghast s bite or claw attack 
must succeed at a Fortitude save (DC 15) or be paralyzed For 
ad0+4 minutes. Even elves are vulnerable to this paralysis. 

SQ-Creafift Spawn: if not devoured. The body nf a ghast's 

victim rises as a ghoul in id<j days, Casting 6/ess on a body 
before the end of that time averts the transformation. 

Tactics: If il hears the party coming, the ghaat stops eating 
and crouches behind a chair in the northeast corner of the 

room, ready to spring on the first PC who walks in. The ghast 
la unusually strong, bur It tries to run past the PCs and escape 
outside as soon as it realizes the numerical superiority of its 
opponents. 


8. Vestibule. 

This large, rectangular room overlaps 3 T junction among 
three corridors and has 1 ofootWlde passages exiting to the 
south, west, and north. A large, 15^001-wide polygonal niche 
was carved In the middle of The east wall,. Flanking the niche 
are Two wooden benches that stretch along the east wall. A 
round fable of white marble, carved in the likeness of a 
squatting demon, stands in the center of the niche, The table 
surface ia empty. A badly damaged wardrobe occupies the 
southwest comer, 

Yencjg's cult ist.s gathered in this ronm tn prepare fnr their 
awful rites. Before each ceremony, they laid tributes to their 
master on the marble table. The wardrobe, badly damaged by 

careless bugbear plunderers, contains the ragged and dusty 

remains of several green cloaks. 

A successful Search check (DC 1^) in flic northwest purl ul 
rhe room reveals a peephole in The corner of The room about 
5 feet above the floor, The peephole is a slit half an inch tall, 
closed on the other side by a small stone wedge.. If Jainos 
Tyskie heard the party approaching, the peephole is open, and 
the sorcerer spies on the heroes from the other side. 

g, Secret Boom. 

This small room, dimly illuminated by an oil lamp, is warm and 
dry. The lamp rusts on a stool in the northeast comer. The 
only other objects inside the room are, 0 bedroll and a ruck¬ 
sack. A diagonal passage to the southwest lead to an obser¬ 
vation point behind a peephole. 

Yenejg used this small chamber to spy on his guests 
through a peephole in the southeast comer. Jainos [yskie took 
up residence in this room after discovering the secret door in 
area 11 (see below). Once inside, he used an arcane lock spell 
to seal The stone door and secure the place. The room is con¬ 
nected to the secreT door in area 11 by a short corridor. 

In the room, an open heriroll and a big rucksack full of Typ¬ 
ical adventurer's supplies (mostly food, drink, and lamp oil) lie 
near the south wall. The only piece of original furniture is an 

old stool In the northeast corner, where the sorcerer keeps 3 
brass lamp lit at all times. Jainos found the lamp inside the 
room and suori discovered ils magical properties. The lamp's 
flame does not consume oxygen, and Its tj-fooT radius of I 4 g.hr 
provides protection against the elements as a Leotmmd's tiny 
hut spell cast by a gth-leve! wizard (without the creation of the 
spell's opaque sphere). 

Creature (EL &); In the past few d-aya, Jainoa haa been 
searching the teleportation room (area <o) inch by inch, look¬ 
ing for dues and secret mechanisms, but 10 no avail, he has 
concluded that Yenejg’s medallion is absolutely necessary to 

pass through, especially since he has no way of determining 
the location of the chamber on the other side, preventing him 
from going there directly via dimension door. 

After the capture of Corlag f Jainoa told Gleir that the half- 
elf was only the first of a bunch of potential victims coming to 
Yenejg's rower in the near future. He explained rhls iheory by 
rolling her that many adventurers had recently learned of a 
great treasure burled deep under the evil wizard's dungeon. 
Jainos asked the lamia to destroy any other competitors that 
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arrived in The next few days. For her help, rhe sorcerer 
offered Gleir half of rhe great treasure he expected to find. 
I he Eamis accepted;, luckily for Jainos, Gleir likes the sorcerer 
and is willing to give him a chance. 

For Jain.Q5 Tyskie's statistics, see "'The Tower Co-ownership” 

sidebar. 

Tactics; The sorcerer usually enters and leaves rhe com¬ 
plex with a rfimenxian rfnot spel I thi is m inimi 7ing his contact 

with the dungeon‘s other dwellers. IF Jainos hears the PCs 
coming, he uses the peephole in rhe secret room to take a look 
at them when they traverse area fl. If the PCs defeat Gleir, the 
sorcerer casts message on one TC and offers to parley (see 
flue “Dealing wilh I lie Suicerei'" sidebar below), 

if). Teleportation Room, Dungeon. 

This 30-foot-wide room is shaped Eike an octagon. The bas- 
relief of an eight-pointed star-a much bigger and more 
imposing reproduction of the one on Yerw^g's medallion.— 

decorates the far wall of the chamber facing the entrance. 
Six brass levers protrude fmm rhe remaining six walls of The 


DEALING WITH Tilt 40 WE HE H 

Junius rs iui c ihal Ymejg's medallion is I lie only key lo ihe 
wizard's secret cavern, II rhe PCs Talk wirh The sorcerer 
after rtKYiattng Ota ir, .tomos, seeing nn other way lo Further 
his quest, fries ro make a temporary alliance with the parry, 
Thanks to his long research on the nn after, he knows almost 
everything detailed in the "'Adventure Background" and 
gladly shares this knowledge to impi ess the PCs. He also 
n.dls liie herons of his must import an r purpose: the rccov 
p.ry nI iiis iamilyY magic ring, If the PCs arri jsc him of 1 ry 
ing lo steal the medallion, Jainos defends himself claiming 
rhat he made an "honest" attempi to buy I ho obiecl first. 

If the heroes attack or seriously threaten him, James 
tries f 0 i j scape w i 1 h a dimension door s pci I an d becomes a 
hostile NPC. II lie PCs consider' liis proposal. Jainos swears 
ro be rhclr trusted ally during the exploration ol Yenejg’s 

scorer ravprn, asking only fhal the heroes promise to allow 
him Id lake his family's ring as part of his share of treasure. 
The sorcerer offers So help the PCs even if they ore willing 
to grant him only the ring and nothing else, but he Irlea to 
obtain a formal pledge from a lawful PC (a paladin, a cleric, 

or even a dwarf). Jainos describes rhe object as a golden 
hand carved in the shape nf rwn clashing fists, with an 
arcane mark inscribed on the inner sun are [rhe same sign 
described in area nJ, Jainos admits lhai rhe r ing is 0 magic 
item (a ring of comtcrspcM . 

It the heroes recruit Jainos, award half of the sorcerer’s 
XP value Iu ihe par lv. Junius bravely supports the PCs until 

he obrams rhe item he wants, rhen abandons them at ihe 

con 1 ■ 11 tsm n of the ar I vent Lire Treating 1 hr- sorcerer kindly 
could earn rhe heroes a iriend, but Jainos's alignment and 
his previous involvement wilh a Eamia and a quash make him 
an unpredictable acquainlancc. Jainos is smart, and he uses 

his spells intelligently m combat. He ruiglii ubo give die 

par ty some useful advice fhanks ro his Knowledge (rhe 
planes) skill. 


octagon. A slim, 3-foOT-tall pewter post juts from the exact 
center of the floor, the vaulted ceiling of the room is cov¬ 
ered by a dense network of geometric carvings and mysti - 
cal inscriptions. 

Yeuejg used ibis chamber iu tdvport ro his secret cave 
wirh minions and captives. To aenvare it. the PCs must have 
the wizard's medallion. The entire room radiates Transmutation 
magic. A successful Spelleraft cheek (DC 20) on the chamber's 
carvings hints at their vague similarity ro the symbols of a 
teleportation circle. 

The levers protrude from brass plaies nailed iu She wall 0 
feet above the floor. The levers are all down and none of them 
can he raised without breaking ihgm, Breaking any of she 
levers (hardness it; hp 20; Break DC 22) or the pewter post 
[hardness 8; hp 30; Break DC ^6) disables the teleportation 
room permanently. Simply removing the pewter post, though, 
does not damage the room's function. The post 15 inserted in a 
low depression in ihe floor and cart be lifted easily: it weighs 
go pounds and is worth 50 gp. IF this, small column is taken 
away, the room cannot work until the object is put back in 
place. The smooth, T-foot"diametcr circular top of the posl 
looks like a tiny table surface, in the middle of which the shape 
of a small disk has been carved. The depression is 1 inch deep 
and can accommodate Yenejg’s medallion perfecily (if the lai- 
ter is placed with the blank face down). After The medallion is 
in position, rubbing or spinning it starts a magical effect 
accompanied by a harmless jolt of energy. Read or paraphrase 
the following: 

The demonic figure inlaid on the surface of the medallion 
gleams eerily. Then, a magical force rotates ihe disk slowly 
and steadily until the small star over rhe mariliih's head 
aligns with the bigger one carved on the west wall. As soon 
as the two stars are aligned, the entire ceiling emits a bright 
light that fills the room with wavy orange shafts of brilliance. 
With a loud click, the six brass levers on the walls spring up 
simultaneously. At Ihe same Time, menacing detlrical dis¬ 
charges flash and crackle around The central post. After a 
few moments, the discharges cease and the pewter post 
issues a low hum. Ihe entire event take no more than 2 few 

seconds. 

Once the medallion i& properly aligned and a*limed lo rhe 
room, ii can be removed from the pewter post only wiih a 
successful dispel magic or break enchantment spell (DC ?^) r 
which “switches off' everything. If no attempt to dispel the 
effect is made, the orange light lasts for 3 min utes, after which 
time it fades and the room returns to normal. The levers drop 
ro their initial positions at once. The room can be reactivated 
by rubbing or spinning ihe medallion again. When ihe room 
deactivates, for whatever reason, the medallion rotates to a 
random, unsigned position and can be removed from the posl 
without danger. 

When The room is activated, pulling down the levers in the 
proper order teleports all of the room's occupants and their 
gear to area 21 (an identical teleportation chamber). To t&feport 
away, die PCs musi charge ihe active room with supplemen¬ 
tary energy, lowering The six levers one after the other in the 
correct order while the orange glow still persists. Whenever a 
correct lever is lowered, the hum and orange light amplifies. 
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Any creature routing the pest when the roam is “active" is 
struck by the energy accumulated thus tar, suffering 2d6 
points of electrical damage plus id6 points per lever in the 
“down" position; a successful Reflex save [DC 20) halves the 

damage. The same thing happens to a PC who lowers a lever 
out of order. Any discharge ''deactivates" 1 the room and causes 
all The levers to drop down. 

The correct sequence can be determined by studying the 
image of Penfavasta carved on the medallion. (Players should 
be allowed to study the medallion closely; give them the Ycncjg's 
Medallion handout ai the end of Ihe module.) When the room 
activates, wilh Ihe alar on the demon's head poirilrng lu ihe 
bas-relief cm the west wall, each one of FenPavasta's arms cor¬ 
responds to one lever in the room. To find out the correct 
sequence, the PCs must correctly interpret the right order, 
from one to six, of the marilith's arms. The right sequence is: 

1. Morn ingatar. The single head of the momingster means 
''one,'’ The marilith’s upper right arm corresponds to The 
suuihwejji lever, 

2. Greatsxe. The double hfade of the greataye means “two’ 1 
"Pie mariliths middle Eefl arm corresponds to the north lever. 

3. Trident. The triple point of the trident means “three," The 
marilirh's lower left arm corresponds to the southeast fever. 

4. Shuriken. The Four-1 oothed configuration of rhe shurrken 
means "four.' 1 The marililirs lower lefi arm cor responds to ihu 
northeast lever. 

5. Open Hand, The empty hand's outstretched fingers mean 

“five." I he marilith's. middle right arm corresponds to the south 
lover. 

6. Hexagonal Prism, The aides of the prism mean “six," The 

marilith's upper left arm corresponds to the northwest lever. 

If ihe PC complete the correct sequence, the light inside the 
room flashes and all living creatures within the rnnm are teie- 
ported (along with their carried gear) to area 21 with no save, 
Yenejg's medallion teleports- with the room occupants. 

Ad Hoc XP: Using The teleportation room correctly the first 
time counts as a CR 5 encounter. 

11. Cellar. 

It is impossible to catch rhis enormous cellar with a single 
glance. The vaulied, jo-foot-fall ceiling is supported by a grid 
of massive square pillars, and the whole place isTit and ven¬ 
tilated by the same drain holes that dot ihe surface of ihe 
courtyard bbove. A network of lead gutters set Into the stone 
I'lonr collects rainwater from ihe botes., bringing it through 3 
passageway on the east wall, Several wine kegs, now empty, 
arc scattered here and there on the floor. The faint traces of 
old summoning circles and blasphemous inaeriptions-pardy 
etched in the stone, partly painted in black and red-can be 
aetjn everywhere. 

The passage where the gutters converge leads to a cistern 

(area 12). Yenejg used this huge cellaT For most oF his early 
rites and experiments. Among the evident traces of on evil 
cub's activity-dried bloodstains, charred bones, and torn 

scrolls—rhe PCs can find some clues. A Search check (DC 22) 
among the foul debris reveals the following: 

* A crumpled piece of parchment hearing the crude draw¬ 
ing of a demon. A successful Knowledge (The planes) check 
(DC 10) reveals that the depicted monster is a vrock and gives 


information about the creature's combat and special abilities. 
[Players can be permitted to study the description of the vrock, 
in the Monster ManuaL) 

* A magical inscription traced on the wall by Jainos For no 
special reason. A Spellcraft check (DC 20) identifies ft 35 an 
arcane mart The six characters are T-Y-S-K-l-E (rhe sor¬ 
cerer's family name). 

* Evidence of the use of summoning spells (ptanar binding}, 
recognizable with 3 Spellcraft check [DC 26), and traces of 
complex calling diagram 3 . A PC who successfully identifies the 
diagrams can make out the names "Penfavasta" and “Typazkar'' 
rf she can comprehend Abyssal, and rhe name ''ftamiash" if she 
comprehends Infernal. (The vrnr.k Typazkar and the kytnn 
Ramzash lurk deeper under Yenejg's tower, in areas 27 and 32 
respectively.) 

Creature (EL 6); Gleir, rhe lamia who lives in area 14, con¬ 
fronts the heroes here, (See "The Tower Co-ownership' 3 for 
her Slatteries.) When she becomes await of die parly's pres¬ 
ence in the dungeon, the lamia creates a figment of herself, 
using her major image power, with 3 norma! girl's legs. Glei r 
places the image near the passage to the cistern and hides 
behind the pillars, keeping watch on the cellar's entrance to the 
aoulh. The lamia hopes to lure the PCs to the cistcrnj where 
Ycnejg lagan conjured and bound 0 water elemental. 

Tactics; As soon as the PCs enter ihe cellar, assuming that 
The lamia sees them and nan maneuver her illusory puppet at 
the right moment, they glimpse a girl peering apprehensively 
behind the corner cf the wall. Immediately after, she runs oul 
of sight down the tunnel to area is. With this Trick, Gleir hopes 
that the heroes chase the figment to the cistern, where (he 
water elemental quietly waits For intruders. If the PCs follow 
The figment raking’ precautions, Gleir Increases the dramatic 
effect of her major image with a girl's scream and the sound 
of running steps splashing in The water. If the PUs draw within 
range of the water elemental's attack (to feet From rhe cistern), 
the monster immediately attacks them. 

At this point, Gleir casts mirror image and moves to cut off 
ihe party's retreat. The lamia makes good use of her potion of 
fire breath to augment her offensive abilities. Of course. 
Gleir’s plans change if a PC drops inside the cellar from a drain 
hole near her lair, or if a daudkiii from a party's spullcoster 

pours down through rhe gratings above her head. A stealthy 
PC can get near enough to see the lamia and ihe false image 
of ihe girl well befoie Qleir moves the figment, An invisible PC 
automatically beats Gleir's Spot skill buT must mill rake care to 
conceal his footfalls or light source. 

While determining The lamia's course of actions, keep in 
mind Gleir's cunning, intelligence and—above all-her survival 
instincts, if reduced To fewer than 20 hp, Gleir tries to escape 
the dungeon via the stairway in area 6, using what is left of 
her spell-like abilities to distract pursuers. 

Development: If you warn rn present a complex rnlfiplaying 

situation, you might allow the PCs to parley with Gleir. In this 
case, it is likely that Jainos Tyskca shows up, too. The develop¬ 
ment of such an unusual encounter is up to you, but keep in 
mind that the lamia is thoroughly evil and that no deal with 
such a cruel monster should produce beneficial results to a 
party of good-aligned PCs, 

If Gleir escapes the dungeon, she heads to The entrance of 
the bugjbear caves (area 15) and tries to strike up an alliance 
with Wurzokk, the bugbear leader. 
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ti- Cistern. 

This room, shaped like an elongated octagon, contains a large 
cistern fed by rainwater coming from the cellar to the west. 
The cistern appears filled almost to capacity. A 2-foot-wide 

stone walkway runs around the perimeter of the room. An 
empty metal bucket sits near the north wall al the entrance. 

Creature (EL g): Yonejjg buiit the cistern as an indoor water 
supply and placed a water elemental to guard it against possi¬ 
ble poisoning, The astern Is 20 Feet deep and almost full. The 
elemental attacks only if someone eomca within ro feet of the 
water. Gleir, if alive, takes advantage of the elemental's attack 
lo flank llit: party.. Hire lamia, however, is very careful la avoid 
coining wiThln reach of the elemental, as the creature does not 
recognize her as an ally. 

Water Elemental, Large: hp 67; Monster Manual $4, 

Tactics: The water elemental prefers to fight from the cis 
tern. Any PC standing within 10 feet of the cistern who is struck 
by the elemental's slam attack must succeed at a Balance check 
(DC 5 plus damage suFFered) or be dragged into The water. 

The elemental does not attack until someone comes within 10 
feet of the cistern. Once provoked, though, it pursues intrud¬ 
ers anywhere in the dungeon for al least 5 rounds. In any case, 
the elemental cannot go more than 180 feet from the body of 
water where it was summoned (the cistern) and returns there 
as soon as it can. If reduced lu fewer ihan to hp, ihe elemen¬ 
tal retreats to lire bonom of The cistern, hoping to he left alone. 

13, Cefl. 

The door to this small room is ajar and sports a broken lock 
and a small, shuttered window, presumably 10 allow I hose 
within to look out or Those outside to peer In, The room con¬ 
tains a wooden pallet, ihe remains of a wool blanket, and an 
empty clay jar. 

This small cell, now empty, was used by Ycncjg to hold cap¬ 
tives. Many crude writings scraped on the wall testify to the 
presence of many hapless prisoners in ihe past. If you like, you 
can pur a clue related to The campaign amopg the otherwise 
meaningless graffiti. 

14. Lamia’s Den. 

The door ro This room is half-open and was visibly forced. 
The smell of a savage beast permeates the air inside. A pile 
of STraw covered hy filthy, poorly Tanned deerskins rests In 
the northwest corner of the room, filling nearly half of the 
available space. An opened wooden crate in the east part of 
the room contains a heap of bars humanoid akullg, 

Gleir made her lair- in ibis room. The skulls in the crate 
belong to a dozen humans and humanoids killed hy the lamia 
[no bugbear skulls, though). 

Treasure: A Search check (DC 15) reveals a leather sack 
under Gleir's bed that holds her valuables, mostly stolen from 
stain victims: two i-foot-tal! silver statuettes of the god 
Heironeous (worth so gp each), a platinum cup (200 gp), a sil¬ 
vered punching dagger (to gp), the golden hilt of a broken 
longsword [go gp), a pouch containing 75 gp r and an arcane 


scroll wiih, five spells cast al 6th level [color spray, obscure 
object, protection from rharts Tasha's hideous laughter. 
Tensers floating disk). The silvered punching dagger is a gift 
from Jainos Tyskie to Gleir. 

Ths Uir (Ar^ 

This nalural cavern complex was incomplete ar die lime oF 
Yenejes departure and remained an irregular structure of 
partly natural and partly hewn stone. The bugbears occupied 
it without making many changes, with the excoprion of 3 new 
runnel from area 19 to area 20 In the constructed portion of 
the cavern, the ceiling height varies from 7-9 feet.. 

15. Entrance. 

Beyond the 7-foot-wide mouth of a in a rural cavern, almost 
completely covered by camouflage nets made of vegetable 
fibers, n roughly hewn passage slopes down into darkness. A 
small niche next to she entrance is furnished with a single 

stone block Jhat serves as a crude stool. 

Camouflage nets cover the entrance, affording total con¬ 
cealment (50% miss chance). The passage beyond slopes down 
for 30 feet toward the core of the bugbear lair. Any bugbear 
attacked at borne fights Fiercely, calling upon the help of his 
brethren to repel rhe Invaders. 

Creature (EL 2): A bpgbear sentry watches Tire entrance 
from a ruche near the entrance, sitting on 3 block of stone 
taken from the tower walls, tven with the camouflage nets 
draped over the cave mouth, small holes allow rhe sentry to 
look ouT in Ihe immediate vicinity. The bugbear sentry, who 
lives in area 19, wears a crudely Fashioned breastplate over his 
leallujf armor (tresi as studded leather), 

& Bugbear: hp 15: Monster Manna! ?rj. The bugbear car¬ 
ries a wooden signal horn as well as three javelins tipped with 
Blistermusk poison (DC 15; initial o, secondary id$ Dex plus 
idj Con], 

Tactics: If the sentry spots the PCs and the tribe wasn't 
already aware oF the party's presence, he aiierilly aleris ihe 
rest of The bugbears. If The PCs deren The sentry and arrack, 
he hlnws, his signal liom before falling back, into Ihe lair. 

t6. Common Room, 

A ihin ray of light penetrates This circular, 15-foot-tall cave 

through a hole in the smoke-blackened ceiling. A fireplace 
dominates rhe middle of the floor, raised on a round pedestal 
of nearly squared stones. A heap of similar blocks, once part 
of the tower structure, have been used to buifd a plain 
throne against (be western wall. Thirteen lesaer scats, each 
a single stone, circle the fireplace, where an elaborate ays- 
tern of metal grills and spil supports has been sui up, Crude 
pottery, mostly dirty, Is scattered everywhere. The room 
smells of pool, spices, and rancid meat. 

Ihe stone bed of the fireplace is littered with ash, charred 
wood shards, and fragments of bone. A Spot check (DC 10) 
reveals a human skull in the mess, Many grra-wed animal and 
human bones, snipped bars of Flesh, can be Found on the floor. 
The latesT big Feast, with Cnrlag's companion?! as the main 

course, was less than a week ago. A half-empty bowl of some 
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foul-tasting green sauce on The brink of the fireplace is The 
main source of The spicy scent. 

Creatures (EL 4 for Wurzokk): When not resting' in area >g, 
hunting', or working in area £Q>, Wurzokk airs on the throne, 

tormenting the female bugbears with orders and rebukes. If 
the PCs reach this area without alerting the entire tribe, 
Wurzokk shouts for aid as soon as trouble appears. Any female 
bugbears present retreat to area 18. 

Sec n Thc Tower Co-ownership" sidebar for Wurcokk’s sta 
ristics and information, 

17, Pantry. 

I his small cave contains many clay vases and containers 
arranged cm crude shelves. The smell of spices and rancid 

meat is very strong here. 

The foodstuffs stored here are mostly comprised of heav¬ 
ily spiced deer meat, dried mushrooms, chestnuts, and herbs. 

A. lapge, corked glass jar holds a gallon of very strong (but oth¬ 
erwise potable} walnut liquor. The room also contains a score 
of full waterskins. Four 6 foot long, grcasystccl cooking spits 
lean qgainst the wall opposite the entrance. 

jfi, Females 1 Dormitory. 

I his cave is occupied by a half dozen crude beds made of 
leaves and animal skins. A poorly rendered, 3-foot-foll 
wooden statue of a bugbear armed with a mornirgstar 
stands atop a carved stone near die entrance. 

This room is similar to area tg, although smaller with just 
six beds. A successful Knowledge (religion) check (DC 15) can 
tell a PC rhat the statue represents Hruggek, l he bugbear god. 
The wooden statue weighs 15 pounds and could make a nice 
souvenir, but it is otherwise worthless. 

Creatures (EL 3k The six female bugbears-contubtnes and 
servants to The males-share This room, reaving the lair only 
occasionally to bring water From the nearby stream or to rdle 
outdoors. 

f Female Bugbears (6); hp 11 each] Monster Manual 27. 

Note that These bugbears are imarmored (AC 14) and wield 
only handaxes (+4 melee, idbi-z damage). 

Tactics: jf The bugbears have prepared an ambush. In the 
tower grounds, the females waft in area ig for the outcome, 
ready to escape into the Forest if things go awry. The females 
Fight only if cornered and threatened by the PCs. 

Development: There arc no young in this lair, since all bug¬ 
bear young are born and raised in the safety of the nearby 

lT ibs (busied iu miles suulhwest of Yenejg’s lower), 

19. Males' Dormitory. 

Eleven beds of straw and animal skins are arranged against 
the wall of this cave. Hunting trophies- and Filthy furs cover 
every wall. The bed in rhe nos 1 hernmos! part uT the room 
looks bigger and is covered with The pdt of a dire bear. 

I his is where Wurzokk and the male bugbears sleep, I he 
dire bear pelt on the leader's bed, though overridden by lice, 
is worth zoo gp If cleaned. A wooden chest, neither locked nor 


trapped, is hidden under the straw of rhe largest bed. If con- 
tains the Treasure. 

Creatures (EL varies, see Encounter Level Chart at the end 
of module): Eleven male bugbears, including Wurzokk, sleep 
here. The humanoids who are not hunting, keeping watch in the 

forest, or laying in ambush outside— usually five— are likely to 
idle in the dormitory or somewhere else in the lair, 

# Male Bugbears {10): hp 15 each; Monster Manual 27, 
Each male carries a signal horn in addition to his normol gear, 
wears a crude metal breastplate over his leather armor (treat 
as sludded lea I her), and carries a longbow and fifleen arrows 

Tipped wlTh BllsTermusk poison. 

Tactics:: If the bugbears are unaware of the PCs presence 
and haven't set up an ambush in the courtyard, the ncm-sen- 
try males will be present in this room. IF caught by surprise, 

they fight to the death to allow the females rime To escape. 
Treasure: Inside The chest, PCs can find thi^ee brawn-green 
garnets (ieo gp each), Two rubles (500 gp each), 410 gp, 730 
sp, 71 day bottle containing Rlistermusk poison oil (twenty-five 

doses), and plenty of nonmagical hunting and adventuring 
paraphernalia (mostly taken from CorSag's companions and 
victims from ShapEc), Wurzokk keeps the gems with him if he 
Feels threatened (for instance, if fhe PCs' presence has been 

deluded). IF the females gather in ar ea 15 For an escape pend¬ 
ing an unfavorable oureome m the ambush, they take and 
divide among themselves all the gold in Wurzokk's chest. 

20, Armory, 

This room serves as an armory. A wooden rack, cluttered 
with weapons and pieces of armor spans The north wall. In 
the southwest corner are .some artisan's tools and a small 
anvil, A rusty iron door with a small, barred window blocks 
a passage leading west. 

All told, the bugbears have 11 ilhfitting metal breastplates 
(ireal as studded leather armor), 11 momingstars, n longbows 

(some stolen from slam hunters), & handaxes, 35 javelins, and 

140 arrows. Most of the listed weapons are in the hands of the 
bugbears at all times, but the males don the cr ude breastplates 
on y w r hen expecting a big fight. The weapons of Corlag's 

Three ill-fated companions-two short swords and a banleaxe- 
lie againsl the south wall. PCs can also spot ihe remains of two 
suits of leather armor Thar were Torn To pieces to supply The 
bugbears with spare material. The tools are used by Wurzokk 
To produce arrowheads and repair broken or damaged gear. 
This room used to be Yenejg's treasury. The iron door in 
the west wall is completely blocked by rust, and its key was lost 
decades ago. A small, barred window without a shutter allows 

characters lo peep ihrough lo ihe other side. Once in a while. 
Wurzokk and Gleir meet on the opposite sides of the door ro 
renew their pact of mutual tolerance. Six months ago, the 

lamia Tried unsuccessfully to charm Wurzokk. To placate Ihe 
bugbear's rage and avoid retaliation from the tribe, Gleir had 
lo surrender the three garnet gems described in area 19. 

Iff Rusty Iron Door, Blocked: 2 in. I luck; Hardness 9; hp 1S; 
Break (DC 26). 

Secr-Et C^vfcrrt (Art^S £1^§5) 

Once the PCs have activated and used the teleportation room 
correctly (see area io) p they arrive in a similar underground 
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chamber far beneath Yenejg's rower complex (area W. The 
place is totally dart and very dank, but rhe air is fairly fresh* 
due to many natural- aeration duels. 

The secret cavern ia siluated about four miles northwest of 
Yenejg’s lower complex, beneath a low hill in Tarwood (see The 
"Norrl tern Tatwooij’ 1 map). Inside ihe secret tavern, thanks to 
stonecunning, a dwarf PC can estimate- the depth to he ahnirt 
?oo feet below the surface, but the overall altitude is almost 
the same of Yenejg's tower. Since many locations in the secret 
cavern are on different levels, their relative heights in feet 
have been marked on the ''Secret Cavern" map. 

The features of areas 21-22 are rallter ordinary and identi¬ 
cal to those of the locales under Yenejg's tower (areas 0-M>- 
The natural caves found hy Yenejg-one huge and two smaller 
ones (areas a^aji-are natural limestone structures. 

ai, Teleportation Room* Secret Cavern. 

Tli is oclagonal chamber looks identical to The one In iho 
tower dungeon. The corridor to the east, however, obviously 
leads to a different place, and the air is humid. 

Th is room is exactly as area to, with the pewter post in the 
center and the six brass levers on the walls. Teleported heroes 
arrive in rite same relative pushicri iliey dupariud from, wish 
The chamber “switched off and Inactive. The .same hold's true 
for Yenejg's medallion* which materializes atop the pewter post 
in the middle of the room, At this point, you have two options: 

* The pewter post is in plate. The PCs can thus activate the 
room and go bock to Yenejg's tower immediately if they want. 

* The pewter post is missing. When the PCs arrive in the 
lies final Jon chamber. Yenejg's medallion materializes In mld-alr, 
falling in the empTy depression where the base of the pewter 
post should be with an ominous clang. The Kts should imme¬ 
diately realize that using the room without one of its compo¬ 
nents is impossible* and that they have a big problem. If only 
one PC tried to use the teleportation room, consider this 
option carefully, as The PC would find herself alone in a dan¬ 
gerous situation. 

If the pewter post has been removed, it can now be found 
in area 25- I he post was taken away by a group of subter¬ 
ranean adventurers about ten years ago (see below). 

When they appear in this chamber via teleportation From 
area to, the PCs detect a sudden increase in humidity and hear 
water dripping and flowing to the east, 

$?. Fallen Guardian. 

This room contains rocky fragments of a shattered statue. A 
low pedestal sits in The middle of the Floor, bur it looks like 
the statue did not fall from il. Rail ter-, | he slalue shattered 
near a 10-fool-wlde passage ihaT opens in the essT wall. 

Like the zombie soldiers in area 7* another guardian created 
by Yenejig Togan was defeated in this chamber well before the 
arrival of the PCs. In fact, a group of adventurers came to the 
secret cavern ten years ago, magically digging their way to 
area 125 from some pari of ihe Underdark. The race of these 
subterranean heroes or villains is up to you: dark elves, deep 
dwarves, derro, duergar, or svirfnebtin are all possible 
choices. Close examination of ths fragments reveals that the 


tut iQWtR (o-owrmwt 

At the lime of the adventure, Yenejg's tower and the dungeon 
beneath is occupied by three groups that live in separate 
areas; Toadstool, rhe fiendish caretaker (areas 1-5). Gleir the 
lamia (areas 6-14)* and the bugbears led by Wurzokk (areas 
15-21) In addition. The sorcerer Jamoa Tyskie is encamped in 
area 9, Lveryone living in the complex fears and dislikos their 
respective neighbors. Wurzokk sometimes ponders the idea of 
killing and robbing the badly outnumbered caretaker and lamia* 
but he arid Ivs warriors have been fi iglilened by ihe powers of 
iheir potential victims, especially the water elements!area 12 
and the cone nf frost trap above the tower entrance. 

I ha Carataker (EL 7); Yenejg Togan found Toadstool, the care¬ 
taker, in a dungeon infested by demons: a crossbred child 
abandoned by a loathsome outsider. The wizard raised the child 
as his persuriiil servant, leaching him obedience and some 
basic skills, Toadstool was left hy Yenejg tn rake care of his 
tower when he moved lo town as its new ruler. The half-fiend, 
who has not seen Yenejg for seven decades, suspects that his 
l master k dead bm also thinks ihct death is not such a sure 
thing for a powerful wizard. Toadstool, in spite of his ancestry 
and long service 10 a nraaler of ihe at’oarns aris, is dirn-wiTted 
and unable to use The typical spell-like abilities of 3 half-fiend. 
Toadstool's fiendish features include oversized eyes and ears, 
webbed hands* a wide mouth filled wilh sharklike teeth* and an 
unnaturally pale complexion. He wears simple peasant clothes 
and a pair of strange pointed shoes. Toadstool has red marks 
all over his exposed skin, making him seem like I he victim uf 
some disease. The stains are actually a lattice of enchanted tat¬ 
toos, drawn hy Yenejjg, Thar give Tnarfsin.nl additional capabilH 
ues. (see below). The tattoos radiate Transmutation magic, 

# Toadstool* Male HalF-flend/HafF- human €0017: CR 7 
Medium-size Outsider (Evil, Chaotic); HD 7^4+14; hp zg; Init +2 
(Dex); Spd 30 ft; AC 13 (+2 Dex, +1 natural); Atk 1-7 melee 
(id§i-3, bite) and *3 [xe] melee (id^-ri, daws); 3 A fur y, big jaws; 
SQ blink, fiendish resistances, darkvJslon §0 ft.; AL CE; 5 V ForT 
+4, Ref +4, Will +n; Sir 17. Dev 15, Con 15, Inr 7. Wis 6, Cha 8. 

Skills: Climb ^9, Craft (carpentry) +2* Craft (painting) +a. 
Craft (sfonemasonry) +3, Jump 1 8, Listen 1 8* Tumble 1-5, Spot 
+4. Feats: Alertness* Blind-Fight, Multisrrack. Weapon Focus 
(bite). 

Fvisjs^om; Peasant's outfit utility knife inoi used In com- 
haf), steel ring with four keys (for nil the locks in areas 1-5), 

SA-Fury (SttF Thank tn his magic tattoos. Toadstool can 
rage as a yth-level barbarian, In this state, rhe half-fiend has 
43 hp; AC il; Fori i-6; Will i-e; Atk +8 mclcc (tdS+g* bite) and 
+5 melee (id4+£ [xa], claws); Str zi, Con ig, Toadsippl has a 
perfecl control over Ihis su perua I ural abilify and can use it just 
to scare off '"nosy parkers." 

$A-Big Jaws (Stjj When Toadstool rages m combat, his 
mouth enlarges dramatically, increasing the die type for the 
half-fiend's bite damage. The bite of a raging Toadstool deals 
idS+g points of damage. 

SQ-Blink (Su): When raging. Toadstool ia under the effcci 
of a blink spell for the duration of his frenzy (see the PkyeFs 
Handbook, page 1 So, for details on the h/ink spell). 

SQ-Fienrftsfy Resistances (Ex): Toadstool is immune to poi¬ 
son of any kind, and has acid, cold* electricity, end Fire resist¬ 
ance 20. 
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the Bugbear Leader it I 4); Wurzokk is ihe leader of a small 

group oF bugbear hunters-a detachment of a much larger 
tribe, living nearby. He is a burly, middle-aged bugbear with 
very dark fur and the point of an ear neatly slashed off, 

Besides his combat skills. Wurzokk is a capable artisan among 
h is people. Hie bugbears have been living i n Tanwonri for fnu r 
decades, and the young Wurzokk occupied the cave under 
Yencjgs tower shortly after tha tyrant was slain. After sat!ling 
the caverns (areas 15 so), Wurzokk and his bugbears explored 
part of the dungeon beneath the tower (areas 6-14) but were 
driven out by the wansi demerit al guarding I lie cistern (area 
re). Wurzokk was also frightened by the supernariiral fury of 
Toadstool, whont he avoids carefully. When Glair arrived, 
Wurzokk allowed her to lair in the vacanl part ot the dungeon, 
hopipg that she would leave as soon as possible, 

f Wurzokk, Male Bugbear Esepg: CR 4: Medium-size 
Ooblmoid (7 ft. tall}, HD (bugbear) plus gdG-s-g (Exp)’ hp 
3a; In It +i (D.ex); Spd 39 ft.. AC 16 (+i Dex, +3 natural, +2 
leal her) or AC 17 f+t Hex, +3 natural, +•? leather, 41 crude 

breastplate); AtV 47 melee (idfl4a. morningstar) or 45 ranged 
(id8/crit xg and poison, longbow, or id£> and poison, javelin); 
SG dorkvision 60 ft.; AL CE; 5 Y Fort +3, Ref 45, Will 44; Sir 
rfi, Dex 13, Con 13, Ini 11, Wis 10, Cha iz. 

Skiffs; Alchemy 1-3, Climb 4b, Crafi (blacksmiihing) 43, 
Craft (bowmaking) +4, CrafT (Trapmaklng) 45. Hide +5, Listen 
+6., Move Silently 47, Spot 43, Wilderness Lore +4. Feats: 
Power Attack, Track. 

Possessions: Morning&tar, longbow (with 15 arrows) or 3 
javelins 1 leather armor, crude breastplate (stored in area 10 
bul worn during baltfe), camouflage net (Folded or worn), 
trumpet bom. The tips of Wurzokk’s arrows and javelins are 

dipped in Rlistermusk poison (DC 15: initial n, .sertinriary irig 
Dex plus id^ Con), 

The Lamia (EL 6): Gfcir, a wandering lamia, took refuge in 
Tarwood about one year ago. After n long “career' 1 as a slayer 
of unwary Iraveters and incaul rout? adventurers in a distant 
land, Gteir was burned down by a group of determined heroes 

who looted and destroyed her Earn Ihe lamia barely escaped 
with her iife, and she decided to move to a place far away to 
avoid any additional pursuit. Upon her arrival in Tarwood, the 

Jam m settled in a vacant part of the dungeon beneath Yenejg's 
rower. Exploring her nfew home, wirh a figment of herself well 
ahead as a precaution. Gielr discovered the deadly elemental 
1 tv area 12. Needles to say, the Hmta decided that the cistern 
was an ideal way to dispatch unwanted intruders, not 10 men¬ 
tion a fine home security system 

Glcir h an ordinary member of her race. Hor humanlike 
torso is that of a beautiful, savage girl with long, chestnut 
brown hair and green eyes. Her' beastly lower body is that of 

a mountain linn. ' j*- >J$g ii MPH, ^ 1 % 

^ GJeir, Lamia: CR 6; Medium-Size Magical Beast; HD 

gdio+g; hp 58; Init 42 (Dex); Spd Bo IT; AC 17 (+2 Dex. +5 
natural); Ark m/i-6 mclcc (id.j, dagger) or r-g mclcc (1 perrrm- 
nent Wisdom drain, touch); SA spell abilities., wisdom drain; SQ 
low High l vision, darkvisitm Go ft.. AL CE, SV Fort +/, Ref i-g, 
Will 47; Sir 10, Dex 15, Con 12, Ini 13, Wis 15, Cha 12. 

Skills: Bluff 4 13, Concentration 411, Hide 414. fears: Dodge, 
iron Will, Mobility, Weapon t incase (dagger). 

Possessions: Potion of cure tight wounds, potion of fire 
breath, dagger, golden armband (70 gp). 


SA-Spfili-iike Abilities (Sp): Once a day, Gleir can use 

charm person, major image, mirror image, and suggestion. 
These abilities. ere as ihe spells casT by a gth-Jevel sorcerer 
(save DC 11 + spell level), 

■SA - Wisdom Drain (Su): Bv making a successful touch 

attack, a lamia permanently drains 1 pninr of Wisdom. L amias 
fry to use This power early in an encounter to make foes more 
suscapub le to charm person and suggestion, 

The Sorcerer (El S): Jainos Tyskie, also known as the mer¬ 
chant Odab Alzota, airived at Ycriejg’s lower just one morillv 
before Cork's attack on Kalier Qoloda. The sorcerer was able 
enough to avoid conract with The bugbears, and he simply 
ignored Toadstool, heading direct)/ tor the teleportation room 
in the dungeon (area 10). When Jainos met Gleir, instead of 

fighting her, he managed to calm her down with a False prom¬ 
ise of victims and treasure. After his deal with the lamia, the 
sorcerer found 0 cozy secret room (area 9) and camped 
there, hoping to stay just long enough to retrieve Yenejg’s 

medallion and activate the teleportation room. Unfortunately 
For him, Jainos’e attempt to steal Yenejg's medallion has failed, 
as has h is search For an alternate route to the secret eavern, 
Thipgs became more complicated with the arrival of Coring 
and 1 he lamia's decision to send him back 10 kill Kalier Eu 
demonstrate her vengeful cunning. Moreover, Gleir is losing 
her patience, and cohabitation with her is gelfipg more and 
more uneasy and dangerous for Jainos. 

Jainos is a lean human of average height in his early thir¬ 
ties, He has long black hair and sky-blue eyes. As Jainos 
Tyskie, the sorcerer, he duns dark gray clothing, a chak of 
dvenkmd a pair oF bracers of armor, and wears his hair loose 
on ihe shoulders. As Oris Is Alzota, the merrhant he wears 
rich, colorful clothing and an expensive hat. Me is a charming 
fellow, although he is Frustrated by his inability to recover his 
ancestor's ring: this has cast 3 dark shadow on his otherwise 
sparkling personality. 

4 ' Jainos Tyskie, Male Human 3 or&; CR 3 ; Medium-size 
Humanoid (5 fr. 10 in. tall); HO Sd^+iB) hp 35; Init +1 iDex); 

Spd 30 ft.; AG 15 (41 Dex, 44 bracers of armor) or AC i& 
(same as above, with Dodge teat); Aik 45 melee Ud^/crir xg, 
mostorwork punching dagger) or 16 ranged (id8/crit ig-20, 

masterworfc light crossbow); AL CN; SV Fort 44, Ref +g, Will 
+6; 3 tr io, Do* 13, Con 14, (fit 13, Wis if. Cha 16, 

Skiffs: SJuff +6, Concemrailon 46, Diplomacy 4t>, Disguise 
44, Knowledge (Arcane) <-6; Knowledge (the planes) 47, I isten 
42, Sense Motive *3, Spsllcraft +5, Feats: Combat Casing, 
Dodge, Lighlning Reflexes, Skill Focus (Knowledge-the planes), 
Spells Known (S/Wy/g/g; base save DC - 13 4 spell level); 
Q-srcdzrs mark, dancing tights, detect magic, disrupt undcad, 

fhra. itghr. ray of frost, read magk: isi“(r otd purtal, hypno¬ 
tism. message, magic: mfssite, mount; 2nd- arcane tack, dan t- 
/Tt55, levitate; 3rd —dispel magic, lightning bott 4fh-^mettSidJ; 

door. 

Possessions; Cbok of efvenkind, 1 g bracers of armor, n ,and 
of shocking grasp (command word ,J zirphan, J5 35 charges left), 
masierwoik punching dagger, fight crossbow with to bolts, 
traveler's outfij (worn when Jainos is himself), courtier's our- 
fit (worn when Jainos is poking as Drink AizntaJ, Five gems 
(100 gp each), pouch containing 13 pp and 25 gp. 
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^-foot-tail statue represented a heavily armored warrior 
armed with spiked gauntlets (a stone golem). A PC wilh the 
Track feat., or one succeeding in an Intelligence check (DC 15). 
can determine that the shattered construct fell on trs back 

toward the pedestal, and that the intruders probably came 
from the east, A successful Search check (DC 10) allows the 
PCs to find the remains of master work ranged weapons and 
ammunition. The splinters arc but traces of the magic weapons 
used by I he parly lu destroy the animated sralue. The exaei 
nature of the weapons depends on what race of cream res 
attacked the statue (.for example, hand crossbow bolts for 
drow, barbed javelins for troglodytes, and so on). A character 

who makes a successful Knowledge check {DC 15) con identify 
the interlopers ^ race. The PC gets a +6 competence bonus if 
she knows Undercommon, This clue can be used to provide a 
link to a subsequent adventures involving the Underdark, as 

well as to give the players a ready explanation fnr the missing 
pewter post in area 21. (See area 25 for further information,) 

23. Limestone Cavern, 

The passage ends at a polygonal slune platform dial juts inly 
a huge limestone cavern full of wet, shiny columns of rock, 
toothy stalactites and stalagmites, and albino mushrooms and 
moss. (he cave is crossed diagonally, southwest to north¬ 
east, by a 1 hree-arched stone bridge whose middle section 
has collapsed. The bridge connected the southwest platform 
with a similar one on the far side of' the cave, where a cir¬ 
cular siune door has been fixed to a masonry wall. 

Almost perpendicular ro the bridge, a small stream of 

water crosses the middle of the cave, running south. The 
stream is fed by three smaller rivulets to the north and dis¬ 
appears through a small fissure at the extreme south end of 
the cavern. The floor of the cave, located approximately 30 
feet below the polygonal platforms, plunged lo ihe south, 
sloping gradually along The sides. This arched celling follows 
the slops of the floor, maintaining an average height of 50 

feet along the course of the stream and hanging aboul 20 
feet above the bridge. 

Due to the clear, reflective nature of the moist limestone, a 

single torch near The center of the bridge can provide suffi¬ 
cient Illumination to allow the PCs a decern view of the caves 
shape and sue. 

I he central section of the bridge collapsed during the same 
earthquake that truncated Yenejg’s tower To cross the so 
fool-wide gap in rhe middle without mpgical means (such as a 
fly spelt), the PCs rnusl make a successfu l Jump check (DC 20). 
PCs falling from The bridge Take gdfl points of damage. 
Alternatively, they can climb down 2 nejrhy rocky wall and 
climb up the one on the other side, the cave walls around 
these structures are little more Than steep slopes, but they are 

slippery {Climb, DC 10). 

Creature (EL 3): When the PCs walk on the floor of the 
limes turns cavern lu reach a significant passage or fissure in 
The cave walls. They have a i-ln-4 chance of encountering a 
single phantom fungus. 

f Phantom Fungus: hp 30: Monster Manuel 149. 

Tactics: The phantom fungus remain motionless and invisi¬ 
ble among the rocks until a PC wanders within roach, it then 
attacks quickly and mindlessly until defeated or rhe PC Is 


dropped to 0 hit points or fewer. If the latter occurs, the phan¬ 
tom fungus trios to I he drag its victim to the edge of the room 
before stopping to hegin its meal. 

A large fissure in the northeast part of the cave leads to 
area £4. A passage in the southwest leads to area 25. 

South of the cavern the stream runs through a 1-mile-long, 
twisting natural tube that cannot be followed very easily. A 
Small PC with darkvision and wafer breathing can navigate The 

flooded tunnel in i hour if she makes Three successful Swim or 
Escape Artist checks (DC 10) river the course of the journey 
to avoid obstacles. 

Magic Portal: On the east platform, a lo-fooNall, sculpted 
stab of white marble encloses a circular stone portal. The slab 
bears the same image of Penfavasta inlaid on Ycncjg's amulet, 
oversized but otherwise idem foal. The portal has no hinges and 
looks as if it were simply fixed in rhe rock. The slab radiates 
strong Abjuration magic and is incredibly thick and resilient. 

9 Magical Marble Portal: to in. thick; Hardness 30; hp 150; 
SR 30; Break (DC 35). 

Trap {EL see below): If a PC touches the portal with Yenejg’s 
medallion (see "The Mariiithfo Disk" sidebar), the marble slab 
glows and becomes an opaque curtain of monochromatic light. 
If lefT alone, lhe opalescent portal shimmers and wavers for a 

minute before turning back to marble. Thi? curtain is like a sin¬ 
gle layer of a prismatic wall spell, but its light is not strong 
enough to blind onlookers, A different color curtain appears 

each time the portal Is activated (in the following order: red, 
orange, yellow, green, blue, indigo, violet) until each color has 
been activated once. The sequence Then “resets." 

Yenejgfs medallion is impervious to any of the pnsmattc wstf 
effects of the portal A single Spellcraft check (DC a8) identi¬ 
fies the curtains for what they are, possibly suggesting the way 
to negate them (see the Player's Handbook, page 239, for 
details). If the PCs wait for the 'Tight'’ color to come out, they 

have a wide choice of spells id negate the portal. (Yenejg usu¬ 
ally used mpgle missile on The blue curtain.) When negated, the 
color disappears for 3 minutes, leaving ihe passage open. 
Once this time has elapsed, Ihe shimmering portal reappears 
with the next color and lasts for a full minute before turning 
to solid marble again, 

V Prismatic Curtain: CR varies; effects described in the 
prismatic wait table on page 239 of The Player’s Handbook. For 
XP purposes, the portal is considered to have an CR equal to 
the level of the spell used to negate a curtain; for instance, if 
the PCs use a daylight spell to negate the Indigo curtain, the 
trap is considered CR £ or 3 (daylight is a end- level spell for 
bards, sorcerers and wizards and a jrd-level spell for clerics). 

24. Northern Grotto. 

this smalt grotto is almost completely encrusted by moss and 
Small fungi. The stream running through is springs from a 

narrow crack on the north wall, The water pouring out from 
the fissure forms a clear, 2- foot-deep poo! In rhe middle of 
the cave. 

A PC who carefully searches the pool or makes a success¬ 
ful Spot check {DC 17} finds a largo, i-pound chunk of raw, 
transparent quartz (of volcanic origin). This product of on 
ancient, distant eruption was carried here by the stream and 
partially cleaned of its ashen crusl. 
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Treasure: A PC who succeeds ar an Apprise check (DC 14) 

can determine that, if properly worked by a gemc utter, the 
quartz chunk can become a huge, colorless rock crystal worth 
1,500 gp. Refining the gem requires a successful Profession 

(gemeutting) check (DC 26); failure produces a much less valu¬ 
able l esull (+>oo gp). 

Development: The fissure on the north wall Is Impassable 
even for Small creatures. 


some colossal snake. Here rhe air Is drier, warmer, and sur¬ 
prisingly freshened by a light, whirling breeze: this wind, how* 
ever, tarries a faint, disturbing smell of mysterious incense. 

All doors in this part of the dungeon are made of rein¬ 
forced wood; unless otherwise noted, they are still perfectly 
functional, have no tack, and open easily by lowering a brass 
handle. The corridors are 10 Peel high, 

26. Ominous Cylinder. 


05. Southern Grotto, 

The ceiling inside this cave is 20 feet high. Merc the rocky 

formal ions are particularly bizarre, simllai 10 elaborate 
draperies and undulating curtains A g-foor-wlde passage 
opens in the south wall. 

IF the pewter post was nor in area 21, the PCs find it here, 
on the floor near the north wall of the cave. In the middle of 
I he uneven rocky floor, rhe PCs can 
detect traces of an old camp made by the 
same creatures who destroyed the stone 
golem in area as (Search, DC 20b a bro¬ 
ken clay cup, pieces of coal, dry Fruit 
sheila. Unable to open the marble portal 
in area 23, the subterranean adventurers 
took 1 he pewter pusi as I heir only 

reward for defeating the construct. The 
object, however, was too heavy , and they 
abandoned it just a short distance from 
its original location. To recover the post, 

the PCs must face the Creature, which 
has crawled here from a crack in the 
south tunnel. 

Creature (EL mj: A wandering roper 
currently occupies the cave. The mon¬ 
ster stands near the cave wall opposite 
the pewter post: It attacks as the PCs 
inspect the object. 

# Roper: lip 85; Monster Martu&i 156. 

Tactics: The roper Is positioned on the 
ground among several strange rocky 
outcroppings, so it receives Its full +d 

racial bonus to Hide checks due to the 
rocky terrain (for a total of +1S). It waits 
until two or more PCs come within range 

of Its strands before attacking. Although 

quire intelligent, this roper isn’t interested 
in bargaining unless the PCs can provide 
ir with an alternate source of fresh meat. 



A thick central column supports the so-foot-high ceiling of 
this room,, The column is an upright cylinder of iron, 6 feci 
in diametet arid covered by icHnches-long spikes that jui 
menacingly from lis surface. 

1 he cylinder has a nasty look, but if s immobile and harm¬ 
less, for Yenejg Togan died before enchanting it a& a magical 
trap. The cylinder aounda hollow, and the steel spikea can be 

unscrewed (Strength, DC zz). Through 

a hole left by an unscrewed spike, the 
PCs can see a narrower column of 
solid granite completely encased by the 
iron cylinder. 

27, Wjrgqd Demons. 

This tall room stretches upward &□ 
feet to its apex. You enter the room 
at floor level, from the 10-faet-wide 
passage in. the middle oF the west 
wail. On the other three walls, four 

5-feet-wide archways open on the 
lop of Iruncaled pilasters a I various 
heights. A lo-fooT-Tflll band of differ¬ 
ent tiles runs all around the base of 
the chamber. The riles bear the typi¬ 
cal spiraling motif of elemental air. 
Under each of the high passages, at 
ihe base of the four pilasters, the 
band Is Interrupted by the palmed, 
majolica figure of an 8-foot-rail, 

winged demon. The four demons are 
perfectly identical in appearance and 

fixed, 


One square = 5 feet 


pose and look forward with a 
hateful glare. 


See ihe adjacent diagram for The 
room's structure. The demonic statues 
and the spiraling symbols painted on 


Development: The passage leading south ends in a cave-in 
after a few yards. If you'd like, the tunnel could be used to 
bring iin= PCs diced ly lu a seel tom uf ihe Underdark and 
another adventure. 

The kmm (Atea* 

Passing through the magical portal in area 33, ihe heroes enter 
what was once Penfavasta’s home and Yenejg's hidden shrine. 

The rooms and corridors arc lined with green tiles shaped like 
replillan scales. Any lighl source moving along Ihe runnels is 
reflected in such a way that a soft, slimy glow glistens on the 
tiles, giving the impression that the whole wall is undulating like 


the tiled floor radiate Conjuration magic when 3 efereer magic 
spell is cast, PCs who make a successful Knowledge (the 
planes) check (DC 15) recognize rhe demons as vrocks. The 
whirling breeze that blows in this part of the dungeon is a lit¬ 
tle stronger here, as is the nrinr of exotic incense. This rnom 
is magically linked to the Elemental Plano of Air (the source of 
the Fresh air.) and to the Abyss (rhe source of the disturbing 

smdl reminiscent of incense). 

To reach the top of the truncated pilasters, the PCs must 
make s very dilTicull Climb check (DC 35) un lire majolica (ilea, 
or use magic. The corridors beyond the high passages and ihe 
corresponding sections of dungeon were built at different 
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heights {as noted on the "Secret Cavern" map). A locate object 
spell used in this room to find Jainos Tyskle’s family ring 
reveals the passage to the south to be the right one, (The 
information given by the sorcerer concerning the ring is suf¬ 
ficient ro use locate object successfully.) 

Two rounds after one nr more livipg creatures enter the 
room, the eyes of the demon images glow with a red light, the 
breeze and odor of incense grows stronger, and the sinister 
presence of some creature-the vrock Typaikar can bo “'Felt' 1 
by anyone in ihe room. Once Typazkar is alerted to the arrival 
of intruders, read 01 paraphrase I lie following; 


preferring ro make full-arrack actions. The demon concen¬ 
trates all five of its mdec attacks on a single target Typaikar 
also uses its extraordinary ability to release spores every 3 
rounds as a free auliyn. Die demon fights to the death, using 
irs detect good power to discern its preferred target;?. If nnt 
killed, Typszkar automatically returns to the Abyss after 17 
rounds (when the summon monster IX spell duration expires). 
Development: Yenejg used te vitate to tra verse this room, 
instructing ihe vrock to elevate anyone else with its telekine¬ 
sis ability. PCs can use similar magic to navigate I l ie room. 


£0, Celling Trap. 




The fixed eyes of the demons flare red and the stirring 
breeze increases, bringing an even stronger odor of incense. 

Yenejg linked Typazkars awareness to the majolica statues, 
and the vrock can use them to scry on the chamber and its 
occupants. Two rounds after The statues 7 eyes begin glowing, 
a summon monster fX spell (cast by a ^th-level caster) brings 
Typazkar to the room. This spell can be activated once/day; 
destroying si I four statues negates the spsll and prevents the 
vrock from ■materializing, 

^ Majolica Vrock Statues, Hollow (4): Hardness 6; hp 30; 
SR 2i, Break (DC 20). 

Creature CEL 11): Typazkar does noT use its telepathy 10 
contact the PCs, Instead, the vrock uses the 2 rounds before 
its appearance to activate its detect good and mirror image 

spell-like abilities. On the third round, the vrock materializes at 
the apex of the room, just below the ceiling. 

P Typaikar {Vrock): hp 61; Monster Manual 4 1. 

Tactics: Typazkar charges with a sin¬ 
gle claw attack. During 
the fight, the vrock 
does not use any 
supernatural or 
spell-liko 




The corridor makes a sharp bend and ends at a wooden 
door, A 6 inch diameter, brass eight pointed afar is fixed to 

the middle of the door. 

Trap (EL 3): Beyond The door, a 5-fom-square room houses 
she bulky mechanism of a complex and deadly trap. When 
someone opens or smashes down the door (Break DC i6\ a 
metal bar on the other side fails on the floor, releasing a winch 
connected to a hoist and set ot steel chains that hold up a sec¬ 
tion of false celling over the passageway. The false ceiling con¬ 
sists of three (Hneh-thick. 5-f-oot-squarc slabs of marble (each 
weighing about one ton) that are linked tn the chains with 
screw pitons. When the false ceiling falls, any PCs standing in 

the 5-foot by 15-foot space before the door suffers 6d6 points 
of damage, or half damage if a Reflex save (DC ig) succeeds. 
Disarming this trap is difficult, but PCs aware of the trap can 
devise a method fo aclrvafe il From a safe distance. 

v* Crushing Ceiling: CR 3: 6d6 points of damage: Reflex 
saving throw (DC ig) halve?; Search (DC at); Disable Device 
IDC 29). 

eg. Idol Trap. The corridor bends north and dead-ends after 
20 feet. At the end gf the hall stands a ^-foot-high cylindrical 
plinlli iupped; by a 3-Fuuhral! stone idol resem¬ 
bling a crouching dretch with a gaping maw and 
gangly, outstretched daws. 

Trap (EL g):The demon Idol radiates a 
chaotic evil aura, and a 

detect magic spell 
4 reveals a moderate 
i Necromantic aura. 

I 


Dunoon 


101 









THE SEVENTH ARM 


If one or more lawful or good intruders come within 20 reef 
of the idol, it shoots the black ray of an enervation spell at the 
nearest forget. If the sculpture senses neutral heroes only (or 
PCs obscured by undetectable alignment^ the sura of black 
energy just lingers on the idol as long as an intelligent creature 
(lm 3-1-) STays wiThln range. 

Touching or attacking the idol in any way triggers the e/wr- 


Ihe trap strikes with a +4 bonus to initiative, and it cannot 
target 0 PC who moves out of sighi. PCs just peering beyond 
the comer From the 3 harp bend before the trap have a good 
chance of avoiding it and receive up to 90% cover, depend¬ 
ing on their actions. After making their ranged attacks (or 
after a successful dispelling or counterspellmg), the enchanted 
blocks crumble to dust. 


vation effect (with a -i-G circumstance bonus to hit). A PC who 
casts detect magic and makes a Spellcraft check (DC £4) on 
the aura identifies the enervation effect and can counterspdl 
it , A successful dispel magic cast on l he idol (DC 20) remov es 
the trap. Reckless PCs can also attempt to destroy the Idol 
before it discharges its ray, hsit this is extremely difficult 
(hardness & hp igo. Break DC 35), 

The trap cannot target a PC who 
moves out of sight. PCs just peering 

around the bend have a good chance 
of avoiding I lie trap and have up to 
90% cover. The idol detects nearby 
creatures and their alignments with a 
magical blitidsight and can project its 
attack into the Ethereal Plane. 

If hip the target of ihe enervation 
ray suffers id4 negative levels (no 
save). After shooting rhe enervation 
ray (or after the enervation effect is 

dispelled or counterspelled), the idol 
breaks into minute fragments. 

Y* Enervation Trop: OR 3; ray 
attack (+6 ranged) for id 4 negative 
levels damage (as enervation spell): 
this trap cannoT be disabled by normal 
means. 

30, Tfllekmetic Trap, Read or para¬ 
phrase the following when the PCs 
round the bend in the corridor: 

Stone blocks and heavy ceramic tiles 
are -scattered at the end of this 
unfinished corridor. Suddenly, two 

blocks and five tiles rise from the 
floor and float in the air. 


The floating blocks and tiles, which radiate Transmutation 
magic under the scrutiny of a detect magic spell, attack the 
PCs as objects thrown with a telekinesis spell 1 (gth-level 


Telekinetic Projectiles <7): CR 4; +6 ranged, 4d6 (xa) and 
id 6 (xg) points of damage; this trap cannot be disabled by 
normal means; hardness 8; hp 15 and 60. 

31. The Mace. This chamber is one elaborate trap. Refer to the 
adjacent diagram for the room's structure, and read or para¬ 
phrase the following when the PCs approach the room: 


when a detect magic spell is casr. When a spike draws blond 
from a living creature in the room, the boss over it flashes and! 
triggers a summon monster /// spell. Each spei I summons a var- 


AREA 31 


Id ana 17 



fid tTapftta 


A wooden stairway leads 10 feet up to 
a wooden door painted deep black. 
The door is adorned with the tessel¬ 
lated image of a heavy mace, inlaid on 

the surface with milky white pieces of 
mother-of-pearl. 

Treasure: If pried from the door, the 
tnoflter-of-pear l pieces are worth a lotai 
of 2D gp. The door Itself is stuck in its 
frame, and forcing it open (with a suc¬ 
cessful DC 6 Strength check) activates 
an insidious Trap, 

Trap (EL 6); The door at the top of 
rhe stairs appears stuck, Torcing it open 
releases two hooks beneath the staircase 

that prop up its upper end. The wooden 
Stairway swings down into a hidden space 
below. Anyone on the steps Falls down a 
chute into a 10-f cot-deep pit lined with 
steel spikes. 

The room beyond Is shaped like a laII 
silo., with the floor 3 0 feet below the top 
of' the stairway, The pyramidal ceding is 
studded with large, metal bosses shaped 
like gaping, Ranged mouths. Each spike on 
the Floor corresponds to a particular 
boss. Both the floor spikes and the 
bosses above radiate Conjur ation magic 


caster). 

Trap (EL 4): The trap spripgs when one or more Intelligent 
creatures (tnt 3-1-} come within 15 feet of the end of the corrb 
dor- Each projectile attacks a different target, chosen at ran¬ 
dom among those possible, detecting nearby creatures with a 

magical blinds(ght. The five 25-pound tiles each deaf idfi points 

of damage, while the two 100-pound blocks deal 4dS points of 
damage apiece. A PC who makes a successful $pd!craft chock. 
(DC 20) can identify the telekinesis effect and can counterspell 

it, A successful dispel msgic cast on the end of The tunnel (DC 
20) removes the trap. The blocks and riles can also be 
destroyed through hrute force. Consider nlll projectiles to have 
AC 10. The Hies have 15 hit points each, and irhe blocks have 
Go hit peints- 


gouille, which dives in ihe following round to finish anyone 
who has fallen Into the trap. 

-i* Spiked Pit and Summoning Trap: CR 6; adG points ul' 
falling damage, idg+i spike attacks (+12 melee) for ids points of 
damp^ge per successful hiT; each hit summons a vaTgouille (see 
Creature below); Reflex saving throw (DC 22) negates; Search 
(DC 23 k Disable Device (DC ay). 

Creatures (EL included in the Trap): The vargemi lies sum 
moned by the steel mouths on the ceiling disappear after 10 
rounds and cannot leave the room. While fighting on the bed 
of spikes, a PC suffers a -2 penalty to attack rolls and a -4 
penalty to effective Dexterity, and moves at half speed. 

A PC struck by a vargouille must succeed a I Balance check 
(DC 5 plus the damage suffered.) or provoke an immediate 
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attack of opportunity from am of the spikes. A maximum of 
ten vargouilles can appear in the room in a single day. 

J Vargou iile s (up to i o): hp 5 each; Mens ter Manual 182. 

32. Gate Room. 

This chamber has a vaulted. 15-fooMalI celling supported by 
six evenly spaced pillars. A rectangular altar has been raised 

on a pedestal in the eastern half' of the room, with, an elab¬ 
orate set of chains and shackles fixed on its top. The base of 
the altar is 4 foot wide and S feet long, decorated with inter 
woven carvings representing chains, spikes, and blades. Oval 
plates of gold, each with a taring tsye engraved on ils sur¬ 
face, have hefin fixed in the middle of each of the four sides 
of the altar. 

The center of the east wall features a io-foo 3 by 10-foot 
false portal shaped rather like a horseshoe. The false portal 
has a i-foct-wide brass frame circumscribing a smooth abb 
of white marble, Tire frame is decorated with arcane symbols 
and demonic faces. Red gems are set In the brass frame at 
various points. 

Like the teleportation rooms (areas 10 and The false por¬ 
tal is a device invented by Ycncjg Togan. IF a dimension door, 
teleport, (ehport without error, pass wall or plane shift spell is 
cast white touching ihe marble slab, instead of the normal 
effect the caster causes a gate to open within the frame. An 
anatyi re dweom&r spell cast on the false portal reveals Its 
power, as does an Intelligence check (DC 17J made after using 
read magic on the frame's arcane symbols. 

IF you are not prepared for your PCs to deal with an extra- 
planar gats, you can rule that the portal works under prohibi¬ 
tive conditions, such as the performing of foul sacrifices. The 
activated gate radiates Transmutation and Conjuration m^gic, 
A total of seventeen identical red garnets (worth loq gp each) 
are set into the frame at various points; they can be dislodged 
with a abort blade or sharp tool. If one of the garnets is 
removed from the frame, the gate cannot be created. 

Tiie lop of the altar is smooth marble wilb four steel rings 
near the corners where the shackles are fixed. The four goEd 
disks on the base weigh 5 pounds each and are worth a total 
of 1,200 gp (Strength check, DC 23, to remove). The altar radi¬ 
ates Abjuration and Conjuration magic when a detect magic 
spell b cast, aa well as a strong lawful evil aura. Ycncjg used 
the altar during sacrificial rituals, To hold his screaming vic¬ 
tims. the wizard bound a kyton within the altar. When the PCs 
enter the room, the chain?; rattle vigorously. Read or para¬ 
phrase the following: 

The steel chains on the altar rattle about as if shaken by an 
invisible force. A sparkling, green light appears in the eyes 
of hie disks around ihe altar base. Then, you hear a guttural 
voice from within; ''Who goes there? Is it you, untruthful 
wizard? Where have you heen? What about your oath to 
release me after seven years of service? Do so at onceT As 
the voice echoes in the room, you see two chain segments 
rise from the altar like siccl tentacles. With a series of fright¬ 
ening clicks, oach chain sprouts razor-edged barbs. 

Yenejg summoned Ramzash. the kyton trapped Inside the 
alter, when he became ruler of the city. Yenejg made a pact 


with the captured devil, vowing to release him after seven 
year§ of willing service as torturer and guardian of this room. 
Unfortunately for Ramzash, the wizard did not live long 
enough to free him. and the kyton has remained inside his 
prison ten times longer than was promised him. The kyton’s 
material body i& hibernating inside the altar base, which is hol¬ 
low like a sarcophagus. From within the sarcophagus, however, 
Ramzash can use his ability to animate chains, and he uses the 

golden eye? to see, hear, and speak. 

The kyton is furious about his situation. If the PCs answer 
Ramzash’s questions in a truthful and logical way, explaining 

what has happened to Yenejg Togan, ihe kyron asks ihem to 

free him from Ills prison, Ramzash dues not know about tithe? 
rooms in the dungeon, and he Is unwilling to say anything 
about the sacrifices performed in the room during his first 
three years of captivity. He does know that light can break the 
enchantment that keeps his material body in hibernation, and 
so he asks the PCs to remove ihe lid of the altar sarcophagus. 

Breaking the altar base (hardness 8; hp 30; SR zo) or tear¬ 
ing off a golden eye-disk have ihe same effeul of removing ihe 
lid. as these actions create a hoie in the structure that allows 
2 sliver of light inside. Ramzash hated hie chaotic evil master 

and is e^ger to return to his home plane; he swears that he will 
depart immediately for the Nine Hells if the PCs free him from 
his prison. If the TCs refuse to help, the kyton attacks them 
with his chains, I lying lu keep them uul of the luurn. On. the 
other hand, if the PCs agree to his deal, Ramzash lets them 
approach the alter Removing the lid requires a successful 
Strength check (DC 21}, Inside the altar-sarcophagus, the PC 
find the horrid kyton with eyes closed and his chain-shrouded 
arms crossed over the chc3t. As soon as light falls upon his 
body, Ramzash's eyes pop open and he laughs gleefully: “You 
did it, morte hi See you in the Nine Hells I" The lawful kyion 
keeps his word and disappears the following round In a cloud 

of smoke. 

Creature (EL 5]: While trapped in the altar, the body of 
Ramzash is practically invulnerable and the PCs must fight his 

iwo chains Instead (hardness n; hp 13 each; $R 17). The chains 
have a reach of 20 feet. Attacking a chain is like striking a 
weapon and provokes an attack of opportunity from the Kyion 
(maximum of'one per round). Thanks to the golden eye? nn rhe 

altar base, Ramzash is magically aware of his surroundings 
within 80 feet, can see invisibility, and fights with no penalties 
due to his condition. If both chains arc broken, the Trapped 
kyton dies of shock with a horrible scream: His material body 
cr umbles to dual, and ihe gr een fight in The gulden eyes gues 
our. The PCs should be awarded Ramzash's full XP value If 
they defeat the chains, but only half if they free the kyton 
from his prison. (A destroyed devil is 3 better accomplishment 

than one just sent back home). 

^ Ramzash, Kyton: hp 45 (almost untouchable while trapped 
i n the alter); Monster Manual 48, 

Tactics: Ramzash facets spellcasters within reach of his 
chains first, hopipg that fighters and Their ilk will be foolish 
enough to smash open the sarcophagus to reach him. If a PC 
begins attacking the chains, he immediately changes his focus 
to that person, not stopping until that foe is slain. 

33. Anteroom. The east door is trapped (see Trap ft below). 
The trap Is triggered the instant a living creature other than 
Yenejg or Penfavasta crosses the doorway. 
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Trap #1 (EL 7): A symbol of insanity has been inscribed on 
rhe floor in the doorway When the door is closed, the symbol 
is obscured and requires a successful Search check (UU 33} to 
notice; when the door is opened,, the symbol is automatically 
visible. The symbol looks like a stylized 'Y. r ' 

When triggered, the symbol affects all creatures within Go 
Tee! whose combined Iota! hi I points do nor exceed 150. The 
symbol lasts until it has affected 150 hit poims worth of crea¬ 
tures. The effects of the symbol are identical to the insanity 
spell (see layer's Handbook, page ary). 

y T Symbol of Insanity; CR 7; causes Insanity (as the spell) 
to all creatures within 60 feet whose Total hit points do not 
exceed 150; Will save (DC ee) negates; read magic with a suc¬ 
cessful Spclfcraft check (DC jq) allows one to identify the 
effects, of the symboi without discharging it; Search (DC 33): 
Disable Device (DC 33). 

Read or paraphrase the following when the PCs peer Into 
the chamber: 

This room looks like a sitidll study. An ornate desk stands 
against The south wall, with a matching chair and a clay trash 
can nearby A large trunk sits in the northeast corner. The 
clay mask of a grinning medusa hangs on the wall over The 

trunk. An odd-tooking padded armchair sits in the norrhwc&T 
corner, Eind a circular wool rpg covers the center of the 
floor. A heavy oak door 15 set into the diagonal wall between 

the west and south walls. 

This anteroom was used by Yenejg to rest and meditate 
during his visits to Penfavssts, The diagonal passage leads 
directly to what once was the marilith's apartment (area 34). 

The day Trash can is empty. 


TIJ1EJC, TOGAII^ H AIW <5,Til A6U& 

This lomc is 3 thorough account of Yenejg's travels in the 
outer planer Eind ii includes information about outsiders. Ii 
way wcitien by the wizard in enchanted, cryptic marks lu 
magically ham an apprentice. The book radiates Divination 
mag ic v/ hen a detect magic s pei I is cast, an d its haste con 
tents can be determined by a PC who speaks Abyssal m 
Internal. Yenejg's syllabus can be studied in three days by 
n PC able to cast comprehend languages or with u sue 
ccsaful Decipher Sen pi skill chock !DC <? 5). A PC who 
spends three consecutive days studying (lie tome gums 0 
ranks of' Knowledge (the planes). After conferring this 
bonus, the writing on the pages disappears 

Yeneig syllabus is noi an evil book, per se, and even 
good PCs can henafii from I he lore ii contains. Unread, the 
syllabus h.m n market price ol 3,000 gp (goo gp pei skill 
rank coni erred), but n sage specializing in the outer planes 
might pay twice as much An arcane spdkasier who has 
gained rhe fi ran ks of Kn owleiigo i 1 In: planes) from Yeneig's 
diary can rewrite the hook if she has I he Scribe Scroll feat 
and is nbLc to casi contact other plane and legend loro. The 
number ol Knowledge (the planes) ranks conferred by iho 
new book. must Ik: equal to or leas than hall lhi: number 
ranks of us uurhor (rounded down). Tin- wiihti musi spend 
a week. 51m gp, and an XP per skill rank snored inside ihe 
syllabus. 


On top of the desk nest three quills, a triple inkpot (contain¬ 
ing the dried remains of black, r&d, and blue inks), a charcoal 
pencil, and the items described under Treasure #1 below. The 
desk has four drawers, all of which arc locked; they contain 
Treasure 

® Locked Wooden Drawers. (4): 1 in. I hick; HanJness 5: hp 
5: Break (DC 14); Open Lock (DC 19). 

The large trunk against the east wall is made of oak planks 
bound with iron and closed wfth .a big, rusty padlock. Inside is 
Trea sure #3. The clay m edu sa mask hanging over the trunk is 
a mundane and harmless object, 

^ Locked Large Trunk: t in. thick; Hardness 7 ; hp 18; Break 
(DC 44); Open Lock (DC 23), 

The wooden parrs of the padded armchair are carved to 
resemble hordes of screaming dretches. Tbs armchair radiates 
Transmutation magic if a detect magic spelf is cast, and it is dan¬ 
gerous (see Trap ££ below) to anyone but its deceased owner. 

Treasure In addition fo the leas valuable items, PCs 
searching the lop of I he desk find a sharpening knife made of 
platinum and silver (40 gp), a golden candelabra shaped like a 
five-headed hydra (350 gp), and two books bound in silver. 

One of the Two tomes on the desk is a spellbook. The metal 
binding of the book is locked (Open Lock, DC 30; Break DC £5) 
and covered with demonic carvings, but it is nor Trapped. The 
pages inside contain the following arcane spells;. 3rd—Afcrr 
edge, fly. summon monster Hi vampfrfc touch; 4th -solid fog, 
contagion, polymorph other; gth-As.ssftr planar binding, tele¬ 
port; 6th-- summon monster Vf control water. The spells fi II 9a 
of the ion pages of the book, 

The other book looks similar to The first, but It fa a cryptic 
diary of Yen-ejg TogatYs experiences in the outer planes. See 
the "Yenefg Toga ns Plana r Syllabus” sidebar for' del ails on ihi5 
magic torne. 

Treasure #2: The desk drawers hold the following items: 

Drawer 1. This drawer contains a stack of blank parchment, 
a fine brush made of Fiendish boar bristles (5 gp), and a 
wooden holy symbol of Polor (taken from a slain adventurer). 

Drawer 2. This drawer contains a portable silver incense 
burner (10 gp), a'Small wooden box of seventeen tinder twigs, 
and four rectangular blocks of green incense. The incense is 
magical and has a smell similar to the exotic odor that per¬ 
vades this part of ihe dungeon. If burned, St has the effect and 
duration of a potion of intelligence for every living being 
within 10 feet. 

Drawer 3, This drawer holds three identical, unlabeled crys¬ 
tal vials corn aiding different liquids: a potion of bull’s strength, 
a potion of cure serious wounds, and a potion of gaseous 
form. Breaking or forcing open the drawer (rather than pick¬ 
ing the lock) has a 50% chance of shattering one of the vials 
(determined randomly). 

Drawer 4. This drawer contains a gold-rimmed magnifying 
glass Erso gp), a pouch uorilaiiiing sever 1 muon stones (50 gp 
each), and a strange dagger. The dagger, made of soft pewter, 
is magical. Its blade is shaped like 3 forked tongue, and its hill 
looks lake a grotesque reptilian demon with arms outstretched. 
Although useless in combat, the dagger works 35 a brooch of 
shielding for its bearer. It can abaorb 45 more points of msgfC 
missile d&mqge before molting. 

Treasure #3: The trunk contains a folded green cloak, a 
large bedroll, Three woolen blankets, a leather b^g' containing 
3?o sp, and 3 bEack, 2 -foot-long wooden stick with 3 silver tip, 
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The rip is shaped like a minute demon holding its right forefin¬ 
ger before its mouth Th e stick is a wand of silence with aa 
charges remaining. 

Trap #2 (EL 3); If an intelligent creature (Inf 3+) touches the 
armchair,- she must make a Fortitude save or be turned into a 
dreleh by a pofymuiph oihtr spell The hap wuirhs only once, 
after which Time the magical aura of die armchair fades away. 
A successful dispel magic cast on the armchair removes The 
trap (DC itt). 

-/* Poiymorphtng Armchair: CR 3; turned to □ dretch (see 
Monster Menus! for details,! by a polymorph other spell; 

Fortitude saving throw (DC ifi) negates; this trap cannot be 
delected or disabled by normal means. 

34. Penf a va sta r s Room. Read or paraphrase the Following as 
the PCs peer into the diagonal corridor leading to this room: 

The door from the anteroom opens into a diagonal corridor 
ending at another door engraved willi an erghl-puinled star. 
The scaly. interlocking'tiles That cover the wails surround six 
painted murals depicting various horrible ftenefs-three per 
wall. A faint, amber lighi seeps through the crack under the 

far door. 

The murals deptet the following demons: northwest wall— 
suecubus, vroek. hezruu; souiheasi walhglabrezu, nalfeshnee. 
balor. The murals are skillfully rendered hut harmless. 

When the PCs open the unlocked door at the end of the 
corridor, read or paraphrase the Following: 

You stand before a magnificent 2g-foot-tall vaulted chamber 
waited in fine marble. The room Is 30 feet square with 
smooth corners. Six slender pillars, sculpted like bumpy tree 
trunks, are irregularly distributed about the chamber. The 
pillars blossom near the ceiling in a lattice of' brass branches 
and leaves shat cover almost The entire surface of the vault 
Seven glowing, silver orbs fixed to the branches light the 
chamber. The metal foliage is populated by small, alabaster 
statues of monkeys and shakes'. While and blue mosaics of 
eight-pointed stars of various sizes decorate the waits, par¬ 
tially covered by orange curtains. 

Near the middle of the floor, multicolored rqgs and lux¬ 
urious pillows surround a marble pool. An unmade double 
bed, with blue sheets embroidered with thread of gold, neats 
in the northwest corner. A marble dressing table with a large 

mirror stands against the west wall, crammed wtth vials, 
flagons, and caskets. Piles of precious items and corns are 
scattered on the floor, their shine only partially dimmed by 
a layer of dust. 

The gaudy furnishings and plain ostentation of treasure 
suggest 3 weird cross between (he chamber of □ spoiled 
princess and the lair of a dragon. 

The seven silver glebes on the ceiling cannot be taken away 
without extinguishing the permanent fight spells inside them. 
Removing the globes requires a Climb check (DC 15) to ascend 
the pillars First. Each globe, engraved with a stylized Flame 
motif, is worth 5 gp. 

Sumo of I he small alabaster sculptures among the brass 
branches are summoning devices similar to the demonic stat¬ 
ues in area 37 and the bosses In area 31. When the party 


enters the room, 3 PC who makes a successful Spot check (DC 
ib) notices that one of the alabaster monkeys has four arms as 
wei: as a flickering, murderous glance in its eyes. Immediately 
after, three four-armed alabaster monkeys trigger summon 
monster L'spells within the room, summoning a trio of fiendish 
giraltens (see Creatures below). 

The pool. 15 feet in diameter, contains no water, and a layer 
greenish dust has settled on the bottom. The dust is 3 harmless 
cosmetic mixture. Near the pod, four ceramic bottles of var¬ 
ious sizes and shapes bold exotic bath salts (total value 50 gp). 

The mirror on the dressing fable is magical. When the PCs 
look into the mirror, they see a three-dimensional image of 
Penfavasra captured In Its reflecting surface. Read or para¬ 
phrase the following' 

A three-dimensional, still image of a marilith is reflected by 
the mirror. The six-armed demon, sitting on her coifed 
spires, beholds her inhuman beauty with a triumphant 
expression. Her face and arms are garishly made up with a 
bright red war paint. On her upper body, the demon wears 
a golden gem-encrusted pectoral, a dozen silver armbands, 
and a precious headpiece. A momingstar, greata-xe, and tri¬ 
dent, now missing in the reality before the mirror, can be 
seen resting against the edge of the table—in a chamber 
where The poof is full of water and everything else looks new 
and shiny. Two other objects-a four-pointed shurlken and a 
hexagonal, crystalline prism-appear in the reflection near 
the marilith's eIbows but are nowhere to be Fou nd on the res I 
dressing table, 

Tine mirror radiates Illusion m^gic and can take still, three- 
dimensional pic lures uf whai is be ides il when an mlelligpns (Ini 
g+) creature touches its surface. Presently, it shows rhe last 
image of Fenfavasta before she used her teleport without 

error ability to join Yenejg Togan in his battle against Falerjan. 
The image does not change or move in any way unless a PC 
touches the mirror. In this case, the reflection blurs and fades 

into blackness before reforming in a new image after a few 
seconds, This time. Penfavasra and her weapons have disap¬ 
peared, and the PCs see a "picture" of themselves in a dusty 
room with an empty pool. If a PC tries to dislodge the mirror 
from its marble frame, the latter shatters and loses its magical 
abilities. The mirror's mqgic function can be turned off (an on 
again) by touching the surface and speaking Pcnfav&sto's 
name as a command word. The mis ror reflects images nor¬ 
mally when Its magic is Turned off. You can use The “old" image 
to drop in an important due appropriate to the campaign. 
Perhaps a key villain (a long-lived or undead one) paid a visit 
to Penfavasra seven decades ago, or an artifact sought by the 

PCs was among the mari lith's treasures just before her death, 
but trow is missing. 

CrcaEures (EL &); Each summoned fiendish girallyn materi¬ 
alizes within reacFi of a random PC. The summoned monsters 
surprise those PCs who did not notice one of the evil-looking 
monkey sculptures hanging from the ceiling. The fiendish giral- 
lons fight until destroyed or until 13 rounds had elapsed (at 
which time the spell's duration expires), 

# fiendish Glrsllons (3): CR Large Outsider (Chaotic, 
Evil); HD ydto+iq; hp 52. 50. qg; Inlt +3 (Dex); Spd 40 ft.. 
climb 40 ft.; AG 16 (-1 size, +3 Dex, +4 naiural); Atk +12 melee 

(id4+& [X4], claws) and 4-7 melee (idS-1-4, bite): Reach 10 ft.; $A 
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tncounTEH level (hart 


Some Els in ihis advcEiigic are raled a Imle fewer due to the fact rhar 

the monsters ate summoned by devices father than encountered not- 

marly. 

This holds true for lypa/kjtr Carea 27), the- vgrtfoulltes (ares 3.1), 

Ramzash (area 32J; and ihe girallon-s (an?s 34L Th?te creature* present 

an aasrer challenge for rfia PCs, as they are more vulnerable to 

dispelling 

and prelection 


Gunftiriarizcd below are ihe Eiicounier Levels (EL) for all ihe 

ttnwun- 

ters In 

"The Seventh Atm." 


Area Encounter Description 

EL 

A 

4t Corlag, Male Half-elf 

5 

±* 

# Mafc Bygh&ar Sniper 

£ 

A-i 

-f Barbed Net Trap 

2 

A* 

«f* SuAed Pit Trap 

3 

A-* 

w” Staked Pendulum Trap 

2 

AJ 

IP Mate ESi^bflar Hunters t^j) 

s 

1 

tP Toadstool, Male HsIF-human/Half-ficnd Com^ 

7 

7 

^ Chagt (1) 

A 

9 

f JaFri&s Tyskio, Mai* Human 3 qt 8 


II 

> Gfetr, Lamia 

Cl 

12 

Lange V/ster Elemental (i) 

5 

i6 

+ Wurzofcfc. Ma 3 e Bugbear Expj 

A 


with irtfi Ferrate Btifibears (noncombaiants.) 

+0 

iS 

1 Bugbear Femates (6) 

2 

j 9 

# Male fiugbears (5) 

6 


with Wurzokk 

+3 

3 y 

■f Mate Bugbears (iy) 

9 


with Wurzokk 

+ 1 

23 

■j Phantom Fungus 0 ) 

3 


y* Prismaik Curtate 



Red 

5 


Orange 

3 


Ydlqw 

G 


Green 

5 


Slue 

1 


Indigo 

£+ 


Violet 

3 

E 5 

Roper (1) 

to 

27 

f Typazkar, Summoned Vnock 

Ik 

£& 

V 1 Crushing CejihjiJ 

3 


W* fineruarton Trap 

3 

3 o 

V Telekinetic Projectiles 

d 

3 ’ 

V Spited Pit fit Summoning Trap 

£ 

3 2 

£ Ramaash, Summoned Kyion 

5 

33 

V* Symbol of insanity 

7 


Poiymorphtf^g Armthair 

| 

:i 4 

Jf SuEnrntnied FleinJljih Olrallons (3) 

6 

' This ftfif.ftuntftr is nor Jcayttri tn a syiflcitte location 


TS " 

These are random encounters. 



rend, smite good; SQ damage reduction 5/+1, cold and fire 
resistance ig, SR 14, darkvisign 60 ft., scent; AL CE; SV fort +7, 

fief -i-S, Will +3; Sir 26, Dex 1 7. Con 14, Int 3, Wis 12, Cha 7. 
Skifb: Cl imb +1G. Move Silently + 0 , Spot -1-7. 

SA—Rand (Ex): If a fiendish gmallon hits with two claw 
attacks, it latches onto the opponent's body and tears the flesh. 
This automatically deals an additional ad^-t-ta points of damage. 


SA-Smfte Good (Su): Once per day, a fiendish girallon can 

make a normal attack to deal 7 additional points of damage 
against a good foe. 

Tactics; The gfraltons attack with unmatched fury, uslpg 
their smite ability in the first round and attacking the nearest 
Targets almost mindless!/ until they, or their victims, are slain. 

Treasure: This room holds many valuable trinkets and tro¬ 
phies. On the dressing tabic, the PCs find the following items: 

* A collection of high quality make-up implements such as 
brushes, nail files, combs, hairpins, and so on. Many of These 
items are madfe of gold and Ivory inlaid wlTh diminutive gems, 
and have incredibly odd shapes and decorations. Penfavasfa’s 
"beauty case" is worth a total of 400 gp. 

* Five slander clay flagons containing perfumes, balms, and 
cosmetic oifa (total value 70 gp), 

* Three different glass vials containing oil of timelessnsss, 
a potion of Ch&mwA and u nhdy water respectively. 

* A silver palm box {worth 15 gp) with a magically pre- 
served lock of blonde hair (Penfpvasta’s; it might be useful to 
create a magic item) tied with $ green ribbon. 

- A small wooden box containing a collection of rings 
(worth a total of 100 gp). Before the Rule of the Seventh Arm 
and Penfavasla's terrible scries of murders, the rings belonged 
to The leaders of The most Important families oF the r.iiy. Among 
a total of sixteen rings the PCs can Find Jalnos Tyskie's ring of 
counterspztts (currently contains a held person spell; sea the 

"Dealing with the Sorcerer” sidebar) and a ring of swimming 

- A pouch containing 10 gema of various types, worth goo 
gp, eoo gp (xg), and ioo gp (x0) respectively. 

* A casket containing a silver necklace with fhlny white 
pearls, worth 3,000 gp total. 

The gold-embroidered blankel on the bed Is worth 400 gp. 
Ihe remaining treasure scattered about the room consists of 
& vast number of coins of all typos {about 100,000 cp, 30,000 
sp, 1,500 gp, and 100 pp}, heaps of bangles and semiprecious 
stones (assume a total of zoo pieces worth 10 gp each), lesser 
art ubjecis (total value 2,500 gp), silverware (1,500 gp), pre¬ 
cious vases (total value i,dqq gp}, fine carpets (total value 500 

gp). and many worthless playthings. Carting everything to the 
teleportation room (area aiJ requires some vigorous backs and 
£0 hours of work (assuming four workers), and bringing all the 

furnishings back to Shapic could be a difficult job indeed. 
Although the pleasure amassed here is £ remarkable portion of 
what was stolen by Yenejg, most of the wizard's hnnry was 
sacrificed to powerful demons and spirited away to the Abyss. 

Cortawfto The A&veht vn 

If the PCs roach Penfavasto's room and gather its treasure, 
they might need some help tarrying it out of Tarwuod, Taken 
lo llit Iasi topper-, in fact, all the riches In area 34 weigh no 
less Than Three ions. To bring everyrhing home, the PCs could 
return to Sha-pic and rent some mules or use their own mounts 

as such. If the escaped bugbears have come back to the tower 

with considerable reinforcements, the PCs might be attacked 
by the bugbears aa they load I heir pack animals with lots of 
tantalizing goods. Hie ambushing group, up iy fifteen warriors, 
might be led by the chieftain of the tribe (Warg) and include 
an adept (Adp4), Wurznkk (if still alive), or even a vengeful 
Jainos Tyekie (if the PCs attacked him). 

If the PCs have given the bugbears a sound beating, the 
inhabitants of Shepic warmly welcome them and Bria prepares 
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a feast in their honor. Piasem, the old ranges is so pleased that 

he offers hi s quiver of Dhonna to an archer in the party for 
just Oocj gp (one ihird of' market price). 

Once back in the niry, the. heroes are rewarded by Kalier 
Goloda based cm their accomplishments. The city treasurer 
gives them 300 gp for unraveling the mysteries of Yenejg's 
tower and 1,000 gp if they have captured Jaincs Tyskie. If the 
PCs make a gaudy entrance in the town with a cart full of 
riches, a nnob of beggars surrounds the parry asking for char¬ 
ily and Togging at the cloaks of good heroes. Chevreg, the old 
man hy she statue of St. Cuthbert, recognizes a silver howl 

(worth 20 gp) as his ''grandfather's spittoon'' and humbly asks 
For it. Kalier Goloda, after endless handshakes and congratula¬ 
tions, thanks the PCs for bringing bock what once belonged to 
his fellow citizens and says that, according to the local law, half 

of it must go to the heirs of the rightful owners (city aristo¬ 
crats). How the treasurer enforces this legalized robbery Is up 
to you, but it's unlikely that Kalier will act on threats to "oust 1 ' 
the heroes from the city if they do not "abide by its rules,' 1 if 
the heroes comply, the treasurer says that they should still pay 
a so *4 custom tax for bringing so much money and goods 
inside rite city walls. At this point, if the PCs show signs oP hos¬ 
tility or Intolerance, Kalier drops the matter, dismissing the tax. 
After relieving the heroes of half' their lent, the city treasurer 
is willing to forgive even a PC who has stolen Yenejg's medal¬ 
lion from hi& custody. OF course, Kalier asks the PCs to return 


the marifith's disk to the city treasury, now that they have no 

further use for it. After business., if every tiling goes well, Kalier 
invites the PCs 10 drink a cup of wine in 1 he dry hall. 

Regardless of how evems unfold wiTh The greedy treasurer, 
the town offers the PCs the opportunity to visit a large mar¬ 
ket, where they can sell most of the precious objects found in 
Penfavasta's apartment at convenient prices, ft 


Tito Lead writes: I'm pursuing 
qualification to teach kalian 
tn foreigners and exploring; 

central Europe whenever! 
find seme coins in my 
pocket instead of cobwebs. 

I'm also trying to figure 

put the secret of writing 
successful narrative 
text-in kaftan, of 
Course! 1 ' I his is Jito's 
fourth appearance in the 
magazine, after “Trial of the 
f •■og Ji (issue yy&i Ii iriandei i> 

(issue pSg), and “The Shafm ’5 Dark 
gone"(issue # 8 y). 
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LETTERS (continued from page 12) 


Submitting “Maps of Mystery " is as easy 
as sending them in. He sure to indude a 
Lvpy of our Standard Disclosure Form 
(which you can download from our -web¬ 
site) with your map submission. Digitally 
rendered maps are preferable to hand- 
drawn ones. 

out Of pfjht, out of Mint 

3 realty disliked Issue #Sb I can under- 

stand why you printed the UJMGONLance 

adventure, but you gave poor guidelines 
for adapting to o more u normal" cam¬ 
paign, Worse still, you gave it far too 
many pages! If it only look up a few I 
wouldn't mind so much. 

Even worse was the Crusades adven¬ 
ture ('’Mysterious Ways' r )l ignoring the 
fact that the adventure portrays the 


True Cross as a weapon and an object of 

politics! ambition, you look a totally use¬ 
less campaign setting and gave no guide¬ 
line?; nn how to adapt it I And it's near 

impossible! My point is this: IF you're 
going to use adventures from non-stan¬ 
dard campaigns, then; 

» Make sure it's a campaign that 

somebody acmally likes (nor the Friggin' 
Crusades); and 

* Make sure its easy to adapt. 

I am really sorry to have to write a 
letter of complaint to such 3 high quality 
mj^ezine, hut I truly feel It's necessary. 

Paul Teevan 
via email 

Well. Rauf you have some interesting 
concerns. It's not our habit to print 
adventures for out of print campaign 


settings, but when you have such a fan¬ 
tastic designer as Tracy Hickman, nor to 
mention a fantastic adventure idea, it's 
hard to say no. That said, this is the first 
complaint we've had that the adventure 
was too hard to adapt to non Dragoshancc 
settings—the same for Thomas Harlan 5 
“Mysterious Ways!’ In facts must folks 
seem pretty pleased with ’'Anvilof Time" 
(see the next letter for one example) and 
how easy it was to adjust. "Mysterious 
Way$"is even easier: Try changing the 
names of the towns and the name of the 
artifact. Presto} 

DRAGOIITAiKE mil® H0/AE 

I’ve been purchasing DutlCSW Magazine 
on and off over the past eight years, and 
I must say that I have seen a steady 
Increase in the qualily of the adventures. 
It Is also nice to see some of the old writ¬ 
ers return to create new adventures. I 
really enjoy seeing Krynn return. I hope 
to see more DhaGOnlance adventures in 
issues to cone, 

By the way, the art 3 s getting better. 
The mlnutaur (Issue fSO) looks awe- 
soint-one of the best ye. t. 

Travis Hoov&stsS 
Fradaricksbu rg, VA 

TUI* AM TflAT 

Ron Wroczynskl's email requesting rhe 
inclusion of sfat blocks is primarily why I 
am writing. I understand and agree with 
your space concerns, but the adventures 
arc much easier to run with the atst block 
dose at hand for immediate reference. 
Tiie game's How is sometimes difficult to 
maintain, and haviiyg to stnp and Flip 
pages makes it that much harder. My pro¬ 
posal 3 s to have a downloadable star block 
appendix similar to those in the bock oF 
the forge of Fury and Sunless Citadel 
adventures. Put these .pdf appendix 
pages For each adventure at the DuttutoN 
website along with the downloadable 

maps. Referees can print rh&se out and 
mark them up or highlight them as neces¬ 
sary, paving The ppgo flipping for special 

abilities or more complicated issues. 

Also, without going into lots of long 
winded detail, here are my opinions on 
snme other issues that have been men¬ 
tioned in the Forums; 

Levels: I like low- or mid-level mod¬ 
ules. I can modify mid-level modules up 
or down to su it my player's needs. I dis- 
likt TEiosl high-level adventures. 
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Seeking Ocft-gf-Peint Titles? 
Neldihe New Stuff Too? 

D&P# Jan Edition 
dlO 

AD&DOp 2w> Ebmw 
ADM*£i IsrFjtimflw 
EUsrc D&Dfi 1 

At® 8 




httpriV w w w. hitpoi nte.com 
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giTfu pmdiuii. 
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Tbfoflf: Great. These are very useful. 

Maybe dungeon tiles also? 

Tmaps and inserts; Great, espe¬ 
cially at a scale for miniarurea. 

Art; Ifie art ha. 8 ; heen mostly great I 
would tike some black and white art r how¬ 
ever. Small black and white sketches* make 
reading rhe adventure more readable, and 
I tan topy them far player handouts. 

Sub Adventures: I dui i' I like l hen i. Qo 
online and play a MUD or Everquest. 

CD in this issue: \ loved ir, I also would 
not mind having the tokens, cut-out build¬ 
ings, or miniature-scale dungeon tiles on 
an extra goodie CD. 

Kevin Chenevert 
New Orleans, LA 

St at biocks in the fieiv edition ere so cbm- 
plete, it realty boils down to this: Would 
you rather hove the information you cart 
find in your three core books printed 
again In Dudgeon and lose one adventure 
per Issueor would you rather have the 
extra adventure and do some page flip¬ 
ping? tSelia ve me, the stat biocks add that 
much space. 

Dragon Magazine has published several 
dungeon tiles in recent Issues. Expect to see 
more of these beginning with the January 
2002 issue. 
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£ome check out NERO) We are the premier Live Action Role 

organization in the United States today. In Live Action 

you become the character of your fantasies, 
action you used to describe as you sat around 
your gaming table. Instead of dice, you use skills that your 
character has earned as well as the skills the player 

the game. Your Imagination has found a home! 


NERO has 34 chapters across the United States 

and Canada. Chances are, there is one near your 

homel For more information on NERO, or the 

locations of our chapters, check out our website at; 

www.nerolarp.com 

HERO l& & reaiuittd thia&ffldrK of NEB0Inter mt. 

Fif mar* infismmtianj or if you ur* lnt&K&4bvd in aparatlriij a MJER0 ahaptw in your arow, 

tuntact Jascpti Valenti at [he NERO Office at ( -Oi J-MS-'M'.^ 
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Sometimes il is easier to play oul D&lD battles using miniatures on a barrle mar. If you do not collect miniatures, you can use these 
Tokens To represent monsters. AH oi' the monsters below are From adventures appearing in Issues #87 fiS. to use* cut care Fully 
along The dotted lines. When a monster is slain, flip over I he token, Color photocopy this page to make -multiple monsters of the 
same Type, Permission Is granted to photocopy these monster tokens for horns game use only. 
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MONSTER TOKENS SET tt3 


Credits 

Monster Manual Arrwor* S*y Gkn Ar^is, Carlo Arellano, Carl Crilchlow, Michael Kaluga, Scott Flsqhcr, Todd 
Lack wood. Uiivid Marlin. Matthew Mitrhfill, Wjiynfl Hfiynnlrta Hrian ^nnHHy Anrhnny Watery ;mH S-nm WttfyJ. 
AruPriuflV Ai i DiieUiun by Dvwii Mur in. AddfloTii! ail i:*y Sruptan Dgnlnli! and Dovifttas Knvars. 

e 200s. Wizards of I he Od 3 S(£ Inc. All rescu-wert; 
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